NOTHING’S HOTTER THAN A WORLD IN FLAMES! 


AUSTRALIAN DESIGN GROUP brought you the 
definitive Napoleonic Wargame, EMPIRES IN ARMS. Now, 
for our second game, we turn to World War II. WORLD IN 
FLAMES gives you the entire Second World War. Two large 
7-colour maps portray all the major theatres of conflict from the 
Pacific to Asia to Europe while 1,000 counters provide the 
corps, naval task forces and airgroups to refight it. 


You make the strategic decisions — what forces to produce, 
where to commit them, when and how? WORLD IN FLAMES 
provides the systems but the fate of nations is in your hands. 


You get a rules booklet, two player aid cards, builds charts, a 
production spiral, 1,000 ten colour counters, two 85 x 71 cm 
full colour maps, four scenarios and campaigns, designer’s and 
player’s notes. 


For 2—6 players (or even solitaire), for a limited period 
only*, this game can be purchased by sending a $40 cheque or 
money order (includes postage and handling — please allow 3 
weeks for delivery) to AUSTRALIAN DESIGN GROUP at 
the following address: 


PO BOX 1009 


WODEN ACT 2606 
AUSTRALIA 


for the game experience of your life! 


“It is without doubt the best stategic level WWII 
wargame I have ever played.” 
WARGAMER No. 45 


“World in Flames has become this grognard’s favourite 
wargaming pastime.” 
FIRE & MOVEMENT No. 46 
DEALER ENQUIRIES WELCOME 


* Special offer expires 30 April, 1986 
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SIMULATIONS 


Perth's BIG Games & Hobby Shop! 


Wargames Miniature Metal Figures 
Fanatsy/Science-fiction Games Military Books 

and Books Plastic Model Kits 
Game-aids Hobby Needs (paints etc) 


‘Largest range of games and games material in Australia! 
Plus huge range of plastic kits, and the largest range of 
science-fiction in W.A. 


We have Games Days every Saturday afternoon. 
Our hours: 10 a.m. to 5.30 p.m. Monday to Friday 
‘ (to 9 p.m. Thursday) 
9 a.m. to 1 p.m. Saturday 


Upstairs Cremorne Arcade, One of Perth’s most interesting shops!” 
576 Hay Street, 


Perth, WA, 6000. (phone 325 4652) 
(next door to Cinema City) 
Ph (09) 325 4652 
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EDITORIAL 


by Nigel Brand 


Welcome to Breakout 21—and a new-look 
magazine. After nearly five years, we have 
given Breakout its second major facelift. 
We've upgraded our paper quality and added 
much more color. Readers who suspect this 
upgraded quality has something to do with an 
imminent push into the US market are 
entirely right, but we hope our readership 
elsewhere will expand also. To this end we 
intend to put a game, scenario or module in 
each future edition. 


This is also the first regular edition typeset 
entirely on our new Apple Macintosh and 
LaserWniter. We still have much to learn 
about the most effective way to use this 
advanced technology, but we're quite pleased 
with the results so far. Being able to do the 
typesetting ourselves gives us more flexibil- 
ity, and should make paste-up faster and 
attractive, brighter layouts easier. 


Unfortunately these exciting developments 
have meant that our long-standing assoc- 
iation with typesetters Meredith Trade 
Lino, of Burnley, Victoria, has come to an 
end. To Frank Tempest and John Meredith we 
say ‘thank you’ for having the courage to try 
the then innovative technique of computer to 
computer pre-coded typesetting, back in 
1983. We will continue to use Merediths for 
high-quality bromides and certain specialised 
Services, but to recoup our investment we 
will have to use the Mac/Laserwriter combin- 
ation as much as possible. We are even 
looking at doing some outside publishing 
work to reduce our overheads. 

Readers will also notice the physical shape 
and size of Breakout changes with this 
edition. We have switched to a true Ad size 
to be able to use glossy paper stock. As 


we're starting a new volume, we don't think 
too many readers will be inconvenienced. 


For the first time in many editions we are 
somewhat late this time around. We had 
hoped Breakout 21 would be published before 
Easter but due to the spectacular, even melo- 
dramatic illness of the wnter at a cniical 
moment, and some organisational problems 
associated with the new equipment, this 
proved impossible. CSA _ regrets any 
inconvenience. As noted in the the Special 
Edition #2 the cover price of Breakout has 
risen and advertising rates will also rise. 
Advertisers will be advised of the details 
shortly. 


AS in years past we publish the Origins 
Awards Nominations Ballot form to 
help encourage gamers to vote in these, the 
hobby's premier awards. Good luck with 
choosing from the large number of eligible 
products: it's not easy! While we try not to 
be excessively chauvinistic, we should 
remind readers that a number of Australian 
products are eligible (including Breakout 
itself!). Please take some care to read the 
instructions and fill out the form correctly. 
Australian products produced durnng the 
calendar year 1985 include: Trial of Strength, 
World in Flames, and Europe at War which 
are all regarded as 20th Century Boardgames. 
The Tome should be regarded as a Role- 
Playing Adventure. Europe Ablaze obviously 
comes under the Best Adventure Game for 
Home Computer category. Breakout itself 
falls into the Best Professional Boardgaming 
Magazine section. Our friends at Multiverse 
and Pandora both fall into the Professional 
Role-Playing Magazine category. There are 
many fine Australian PBM games to contend 
for nominations in the Best Play-By-Mail 


Game section. 


This year we will continue to develop the 
concept of ‘themes’ in the various editions of 
Breakout. Generally the special feature will 
help set the tone of the edition, although 
this is one of those rules which isn't meant 
to be held to nigidly. This edition and 
Breakout 22 will be a little out of the 
ordinary for a number of reasons. The ‘theme’ 
of the next edition will not be one particular 
genre of gaming; rather, it will be Austral- 
ian gaming in general. Our special feature 
will be some extra material for the magnif- 
icent Trial of Strength boardgame which won 
our Breakout Game of the Year Award 
for 1985. This will include counters, for the 
first time in Breakout. It will also include an 
interview with Jack Greene and Dave Ross, 
the leading lights of Quarterdeck Games, and 
comprehensive reports on the major Easter 
conventions held around Australia. Breakout 
22 should be out in early June. 


Breakout 23 will have a miniatures theme and 
will be published somewhat earlier than 
usual, late in August, while Breakout 24 will 
be published in mid-November. At present we 
are also determining an additional special 
project. Several possibilities are being 
Closely studied, including a Beginners’ Guide, 
and/or role-playing modules. Naturally our 
readers and advertisers will be kept informed 
of developments. 

I hope all our readers enjoyed a pleasant 
Easter and the many readers who attended 
conventions had some fun. We hope to be 
able to report some very good news on the 
convention front in the near future. Until 
next time... 


Good Gaming! 


by Grant Garraway 


From this edition the style of What's New will 
change. As many readers will know, Grant 
Garraway, our regular columnist, is now in the 
industry in a much more direct role than 
previously. As the Managing Director of Australian 
Games Distribution, a firm which is involved in 
importing and distributing games and related 
products, he will be in an excellent position to 
provide informed comment on the industry scene. 

Although this column will continue to contain news 
about products, personalities, events and comp- 
anies in the gaming world, the news element of At 
First Glance and the AFG-style element of 
MicroScope will be developed in future editions 
to make clear the distinction between Grant's 
column, the content of which is entirely of his 
choosing, and the news function of the magazine. - 


Unified Easter Con For Melbourne? 
Melbourne gamers have suffered from not hav- 
ing one major convention catering for all 
types of gaming for too long. For several 
years Victorian gamers have ‘enjoyed’ a nidic- 
ulous situation where role-players, miniatures 
gamers and board-gamers attend separate 
conventions over the Easter weekend. 


Such an arrangement clearly makes it diff- 
icult, if not impossible, for gamers with an 
interest in more than one genre to play or 
even watch a range of tournaments. Retailers 
and wholesalers are also stuck with choosing 
which convention to support. 


It is therefore very pleasing to be able to 
report that due to significant, patient behind- 
the-scenes efforts by a number of gamers I 
can confidently predict that the next Melb- 
ourne Easter Convention will cater for ALL 
types of gaming. 


Megacon Kills the Goose 

Most convention organisers realise that if 
they kill off the support retailers and whole- 
salers give them the costs to the gamers who 
attend the conventions will go up 
dramatically—but apparently this “truth” has 
not sunk in with the organisers of Megacon 
‘86 in Melbourne. The fee structure originally 
offered to me for Australian Games Dist- 
ribution was described by one independent 


retailer (with no connection at all to AGD) as 
"highway robbery". The result was a much 
reduced stand at Megacon. Convention organ- 
isers and the commercial world need each 
other and the nght balance must be struck. 


New Mind Games store 

Mind Games Melbourne has moved its Canter- 
bury store to Box Hill in new, larger premis- 
es. Mind Games still has eight locations in 
Melbourne, Sydney and Ballarat. 


Aussies to Origins'86 

Any gamer with around $1500 (plus) to 
spend could do a lot worse than join the 
Australian contingent to Origins’86 in Los 
Angeles from late June. A very good value 
trip has been put together by Tony White of 
The Last Grenadier in Brisbane. I've just 
received the latest details on the convention 
from the US and the biggest problem will be 
trying to see—and participate—in everything 
that will be going on. 


Shops for Sale 

Want to be a retailer in the games business? 
I can advise readers with tens of thousands of 
dollars and a large masochistic tendency that 
two major shops are on the market—one in 
Sydney and one in Melbourne. If anyone is 
interested they can contact me for details. 


Continued on page 47 


MIND GAMES 


CHESS SETS 
TRADITIONAL GAMES 
AND PUZZLES 
BACKGAMMON 
MAHJONG, GO 
EDUCATIONAL AND 
FAMILY GAMES 
ADULT BOARD GAMES 
BUSINESS GAMES 
SPORTS GAMES 
DICE GAMES 
WORD GAMES 
GIFTS & NOVELTIES 
WOODEN PUZZLES 
JIGSAW PUZZLES 
ABSTRACT AND 
STRATEGY GAMES 


MIND GAMES 
TOP 40 SPECIALS 


DUNGEONS & DRAGONS’ 
SCIENCE FICTION& 
FANTASY GAMES 
TRAVELLER’ 

WAR GAMES 
PLAYING AIDS 
MINIATURES & PAINTS 
GAMING MAGAZINES 
GAMBLING EQUIPMENT 
PLAYING CARDS & 
ACCESSORIES 
PUZZLE AND 
GAMING BOOKS 
ELECTRONIC GAMES 
(INCL. CHESS & 
BACKGAMMON) 
COMPUTER GAMES & 
SOFTWARE 


FOR ONE MONTH ONLY WE HAVE SLASHED 
OUR PRICES ON THESE PRODUCTS 


SPECIAL PRICES FINISH 30/4/86 


Hex Map Book 
Sirocco 

Top Secret 
Ace Of Clubs 
Cold War 


Octopussy (for 007) 


Dr. No (for 007y 
Operation Badr 


Bug-Eyed Monstors 


Dark Crusade 
Pokie(D)-Com64 


African Safari(D)-Com64 
Black Night(D)-Com64 


Drack (D)-Com64 
Ollo(D)-Com64 


Sprite Editor(D)-Com64 


Muso(D)-Com64 


30-Sided Dice Gaming 
Tables 


Lands of Mystery 


Toon Stnkes Again 
Hex Sheet-Clear 15mm 
Hex Sheet-Clear 25mm 


WAS NOW 
$11.25 $8.95 
$44.95 $34.95 
$29.95 $22.50 
$9.95 $6.95 
$66.50 $39.90 
$11.95 $7.95 
$14.95 $9.95 
$21.95 $12.50 
$21.95 $12.50 
$30.95 $24.50 
$14.95 $9.90 
$14.95 $9.90 
$14.95 $9.90 
$14.95 $9.90 
14.95 $9.90 
$14.95 $9.90 
14.95 $9.90 
$5.95 $4.50 
$17.95 $13.50 
$10.50 $6.95 
$8.95 $6.95 
$8.95 $6.95 


AUSTRALIA'S PREMIER 


Heaven and Hell $12.95 
Timebomb (cassette)- 

Spectrum 16K $24.95 
Robbers & Robots $2.95 
Circus of Fear $2.95 
Pillars of Pentegarn $2.95 
Raid on Nightmare Castle- 

Endless Quest #14 $2.95 
Blade of the Young Samuri- 

Endless Quest #23 $3.95 
Voodoo Castle(C)-Atari(24K) $34.95 
Telengard (D)-Com(64K) 49.95 
Legionaire (C)-Com(64K) $50.50 
Panzers East (D)-Com(64K) $44.95 
TAC (D)-Com(64K) 70.90 
Stormhaven (for M.S.A&P. 

Eyes) $15.50 
Field Marshall $19.95 
Rescue Squad (D)-Com. $32.95 
Twilight War $39.95 
Carriers At War(D)-Apple64 $49.95 
Panzer Grenadier(D)-C64 $49.95 
4th Reich $29.95 
SYDNEY 


27B Wesley Arcade 


133 Castlereagh St, 
Ph: 267 8892 


Midcity Arcade 
244 Swanston St, 


Ph: 663 4603 


iMALVERN 
275 Glenferrie Rd, 
Ph: 509 3174 


BOX HILL 


GAMES STORE 


NOW _AT EIGHT LOCATIONS 


FRANKSTON 
920 Whitehorse Rd, 6 Thompson St, 


Ph: 890 1139 Ph: 783 8054 


STH YARRA 
593 Chapel St, 
Ph: 241 7745 


KEYSBOROUGH 
Keysborough 
Shopping Centre 
Ph: 798 7757 


BALLARAT 
107 Bridge Mall 
Ph: (053) 31 7001 


Boardgames 


GAME REVIEW: 
by Nigel Slater. 


WARLORDS: 

China in Disarray. 1916-1950 
Published by Panther Games 
Designed by Dave O'Connor and co. 
Recommended retail price $40.00 


Number of plasers: +7 


Plasinz time: 2-6 heurs 
Sit-up tims: 1S minuics 
Solitaire rating: 1 
Complerits: 1 


t people wul notice about 


ee Sarre 1s That it is produced by the same 
team tat brought you Trial of Strength. Once 
over that revelauon, they will probably 


notice that it is on an unusual topic, and 
begin to look at the game for its own sake, 
rather than the fame of its predecessor. 


This is a good idea, because it is usually very 
hard for any company to follow its initial 
release, quite often a labour of love, with 
another good effort. ‘Publish or perish’, is 
the cry. Well, Panther Games have published 
and there is no reason for anybody but the 
compeution to cry. 

Multi-player games are difficult beasts at the 
best of times. Only Diplomacy has stood the 
test of time as being probably the first mullti- 
player game any gamer would name. ‘The 
reason is the difficulty of teaching the rules 
for a game to one person, let alone the four 
or five usually required for multi-player 
games. In this, Warlords has done reason- 
ably well, as it takes no more than ten 
minutes to explain the rules necessary for the 
newcomer to be able to play. 

The subject is China, with the players taking 
on the roles of the five major factions (and 
how many of us knew that the Kuo-Mintang 
were not the sole faction?), the Communists 
and the Japanese. Scenanos for four to seven 
players are provided plus a large game that 
covers the entire period. 


The picturesque box cover shows an eye- 
catching period print. Contents include a full 
color glossy map, about two-thirds the size 
of a standard one, showing China divided 
into 28 provinces. Terrain is minimal; some 
areas are depicted as rough and cost an extra 
point to enter. Mountain ranges are inter- 
posed between some provinces ahd cost an 
extra point to cross. Each province 
is named and rated for resource value (1 to 
12) and forage (1 to 4). 


China in Disarray, 1916 - 1950 


The first represents the amount of money 
taxed from the province each year, and the 
second is the number of armies that can 
forage for food each turn. Liaoning (read 
Moench ea) has a factory symbol denoting 
ab Zits. ea pints are received each year 
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A capital represents a player's seat io power. 
lf it cannot be placed on the board because 
ihe plaver does not control any provinces 
and if the other players are unwilling to 
donate a province, that player is eliminated. 
The markers are used to keep track of the 
number of political points racked up — 
ranging from +15 to -15. This total is used 
to determine the order of play each tum, 
with the highest deciding where he would 
like to go (usually, but not always, last). The 


"With 


experience comes 
sublety. Victory requires 
at least a modicum. of 
cunning and keeping a low 


profile. Do too well and 
everyone jumps on you." 
army counters represent... well... armies. 


Each counter may have up to ten factors 
(troops) assigned to it except for the KMT 
(15) and the Japanese (20). 


A track display for the political points, tum, 
year and play order is included, and three 
identical ready reference cards containing 
combat charts, terrain effects, political point 
awards etc. 


Each year consists of a cycle tum for 
economic, random events and _ diplomatic 
phases. Production involves gathering funds 
from controlled provinces and a random 
amount from foreign aid, then spending it on 
new troops. Two catches here. You can only 
purchase troops up to the resource value of a 
province in a province; i.e. a resource value 
of 2 only allows two factors to be purchased 
there. This makes the big (+9) provinces 
quite alluring, apart from their monetary 
value. It also means that a player controlling 
small value provinces will Stay small, as he 


can never build big armies in one hit — even 
if he has a huge bank balance. 


Pe aaa 


The second catch is that points are required 
each time you wish to move an army. 


Foraging armies just sit still; 
your treasury healthy is important. 
Each year there are 0-5 famines, effectively 
halving the values of affected provinces. 
There is also one revolt each year, which 
creates a small warlord with five factors 
somewhere, usually in someone's back yard 
where there is only a one point garrison. It 
really hurts to see a ten point province go 
neutral. Any province left ungarnsoned 
automatically generates a minor warlord 
immediately. And the little b----s grow! If 
left alone they become enormous. They don't 
expand though. 

Each year has three identical turns with the 
order of player movement determined anew at 
the start of each tum depending upon the 
current political point totals. These fluctuate 
wildly from player actions, let alone the fact 
that they gravitate one point towards zero 
each TURN. This is where alliances become 
important. Only two factions may belong to 
one alliance. While allied, the lowest 
political total is used to determine that 
alliances place on the order of play. 

Allying with a politically bankrupt faction 
can drag you down to going last — usually 
advantageous, as you get to react to what 
everyone else has done. On the other hand, if 
you are leading the political stakes, you get 
to choose where you want to go, in which 
case your partner becomes a liability that can 
be dumped at any time — at a cost in 
political points. 

The other effect of an alliance is that you are 
not forced to attack each other if you 
occupy the same province in the combat 
phase, and you must attack and be attacked as 
a single force. Opposing armies MUST have 
combat otherwise. 


Combat is quite volatile. Each side rolls a die 
and applies modifiers for terrain or inherent 


combat ability (KMT, Feng, CCP and 
Japanese = +1). This is compared to a table 
which yields a percentage, which is compared 
to your total strength, the result being the 
number of casualties you inflict on the 
enemy. The percentage can vary from five to 
fifty, so you can never be complacent about 
an attack. Whoever loses the most points 
(defenders win ties) must retreat. Each combat 
yields political points to the winner and 
takes them from the loser. 


so. keeping 
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Boardgames 
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I can't comment on the historical accuracy of 
this, but in terms of multi-player games, it 
can cause a very rapid turnover in the fortunes 
of the players. Some don't like this vast 
variance — personally, I don't mind it too 
much as I am usually the underdog and thus 
benefit from it! 


The Japanese have some special rules to deal 
with their situation of being an external influ- 
ence. They do not get points from province 
control, but from Japan. They are subject to 
surrender due to external events (the Bomb). 
They are subject to random withdrawal of 
forces, and must win by the end of 1946 or 
else surrender automatically. 


The Communists are also subject to special 
rules. They appear initially as just a few 
points that must be spent wisely to raise the 
initial guerilla armies. These armies are much 
harder to kill, and cannot be attacked unless 
no other armies of any opposing faction are 
present. They recruit troops at the rate of two 
points a year for free, and lower the values of 
a province by one for each such army present. 
Eventually, they convert these guerilla armies 
to regulars and begin a campaign of conquest. 
WINNING 

Victory can be obtained in one of two ways. 
To reunify China a player must control 16 
provinces including the one _ containing 
Peking, in which case the game ends 
immediately. This is rare. The other method is 
by totalling victory points after the last turn 
as designated by the scenario. There are three 
categories of points: economic, political and 
military. 

Economic = total of controlled provinces and 
bank. 

Political = the political track. 

Military = total number of troops on hand. 
Each player is ranked individually in each 
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The Zulu/Sudan 


Northwest Frontier Wars 
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90mm Post Militair 

54mm Chota Sahib 
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New ranges of 15 mm Mini Figs in stock. 


French Algerian War 1890-1914 


category. So, in a six player game, the lowest 
political total would receive one point and the 
highest, six. 

Thus it is possible to be weak in one 
category and strong in the other two for a 
win. In general the player doing well in two 
is usually doing well in the third as well. This 
is where diplomacy, or pointing the finger, 
comes in. There are no controls on diplomacy 
here other than that a promise of a bribe 
MUST be paid — irregardless of whether or 
not the service paid for is performed. 
Naturally enough, double-dealing abounds. 


WARLORDS 


Roco Mini Tanks 1/87 HO 
Skytrex Action 200 1/200 WWII 
Triton 1/1200 Nap Ships 
Navwar 1/1200 Nap Ships 
Davco 1/300 Microtanks WWII 
Davco 1/300 Microtanks Mod 


AFTER 10 YEARS WE'VE MOVED TO A BIGGER SHOP 


Davco 1/3000 Ships WWi, WWII, Mod 
Firefight 20mm Modern 

Action 200 1/200 WWII 

Skytrex Sky 300 Micro Planes 

1/1200 A.C.W. Ships 

W.R.G. Books 


Skytrex Rules 


and much more! 
Painted figures sold at 10% commission. 


The game that comes closest in analogy is 
the old SPI Outreach played on a very small 
board. The resource points, neutrals (minor 
warlords), combat, hidden strengths etc. all 
have the same flavor. And the diplomacy is 
much the same — mostly threat. 


The first few games will be marred by 
mistakes and fumbles — the rules are a little 
fuzzy in places and careful reading is man- 
datory. There are certain things that have to 
be done by each faction if they want to sur- 
vive past the first few turns. The Communists 
are the most delicate here, and should always 
be played by the most experienced player as 
they are the most difficult to play well. 


With experience comes subtlety. No longer 
the quick rush in for the fast kill. Victory 
requires at least a modicum of planning, and 
keeping a low profile. Do too well and 
everybody jumps on you. Fail to achieve 
enough and you will stay small. 

If you like multi-player games, then this will 
be enjoyable. If you are into heavy historical 
recreations, this will not provide it — 
especially since everyone knows that you 
HAVE to jump on those little red stars as 
soon as they appear... 
persuade them to annoy some’ 


For a price of course. 
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CAR WARS DELvXE EDITION 


Printed in Australia under license from 


STEVE JACKSON GAMES 


Distributed by Ventura Games, 159-163 Wyndham St, ALEXANDRA, NSW 2015 Phone (02) 319 2833 
Available from all good game and hobby stores for $24.95 or direct from Ventura (add $3.50 p&p) 


Computer Gaming 


MICROSCOPE: 
Computer News from 'GIGO' 


Strategic Simulations Inc 


Battle of Antietam. Designed by Chuck 
Kroegel. Programming by David Landery. Lee 
invades the Union, September 17, 1862. 
Grand tactical simulation of the bloodiest day 
of the American Civil War. Demi-brigade 
sized units, 200 yard ground scale, 30 minute 
turns. 28pp rules book and _plastic-coated 
situation map/charts sheet, all to SSI's usual 
high production standards. Computer can play 
either side, for any Apple // family computer 
with at least 48K of RAM and one disk drive. 
Available from Jedko. 


Panzer Grenadier. Designed by Roger 
Damon. Platoon/company level combined 
arms combat on the Eastern front in which 
the player takes command of an elite armoured 
infantry regiment attached to the Gross- 
deutschland Panzer Grenadier Division. Five 
historical scenarios are provided. The comp- 
uter always directs the Soviet forces. Features 
include scrolling color graphics, a compre- 
hensive range of sub-units. Versions available 
for Apple // family 48K with at least 1 disk 
drive, Commodore C-64 and Atan PCs. 
Available from Jedko for $49.90 (Commodore 
version). 

Wings of War: Tactical Simulation of air 
combat in World War II. Designed by Charles 
Merrow and Jack Avery. A Commodore C-64 
version of Computer Air Combat, a now- 
elderly air combat game for the Apple // 
family of computers. Rather  pnmitive 
graphics, and slow, but challenging. Avail- 


able from Jedko. 


Phantasie: a  multiple-character role-playing 
odyssey. For 48K Apple // family, Phantasie 
transports you to the medieval Isle of Gelnor. 
Excellent color graphics, and a good story 
make this above-ground D&D style computer 
game enjoyable. Available from Jedko for 
$49.95. 


Simulations Canada 


Seventh Fleet. Modern Naval _ strategic 
operations and confrontation in the Pacific 
Ocean between USSR and US Seventh Fleet. 
Based on the game system of Fifth Eskadra, 
Seventh Fleet extends modern naval computer 
game series to the open reaches of the 
Pacific, providing bases from Da Nang to 
Petropavlovsk and greatly increasing maneuv- 
ering room, force levels, and _ strategic 
options. Situation maps and marker sets for 
both players included. Designed by W J 
Nichols. Disk for Apple II or C64/C128 
systems. Available from Australian Game 
Distributions for RRP $89. 


Fifth Eskadra. Strategic level 
modern naval conflict in the Mediterranean 
Sea. The players are placed in the positions 
of either the Nato naval commander for the 
Med. Theatre or his Soviet counterpart. Two 
maps and 2 sets of playing pieces are provide 
to track possible opposing force locations. 
Two may play, or the computer will act as an 
opponent. For 48K Apple // family with at 
least 1 disk drive. Available from Australian 
Game Distributions for RRP $89. 

Ajja 

Black Onyx. Sophisticated Wizardry-style 
adventure game for NEC APC, soon to be 
available for Olivetti and IBM (and clone) 
PCs with at least 128K and graphics cards. 
Build characters in usual manner, game uses 
semireal-time 3D graphics. Demonstrated at 
CanCon, boxed version published soon. 
Designed by Tony Oliver and available direct 
from Ajja P/L, 2 Monsen Pic, McKellar, ACT 
2617. 
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GAME REVIEW: 


eae ROPE 
ABIAAIZE 


Strategic air warfare has been one of the most 
enduring favorite topics for wargames since 
Lou Zocchi's Luftwaffe was published very 
early in the 1970s. 


The subject has almost everything one could 
want in a wargame; relatively few pieces, 
sophisticated tactics, variable scenario length 
and considerable intrinsic appeal. Who. can't 
remember 12 O'Clock High and the old war 
movies about brave aircrews struggling on to 
their targets despite the cold, and the terrors 
of fire, flak and fighters. 


Perhaps the most sophisticated boardgame of 
the genre was Yaquinto's Bomber, a 
complex beast which never really took off, 
although it appeared to be a competent game. 
Then SSI developed Fighter Command, a 
computer game about the Battle of Bnitain and 
soon promised a sequel. 


Enter SSG. Roger Keating and lan Trout 
decided fairly early in the piece that their 
highly successful Carriers at War could be used 
as the basis for not only a series of 
scenarios, but for separate and distinct games. 
Voila - Europe Ablaze. 


Now it would be quite wrong to over- 
emphasise the relationship between the two 
games. True, there are many similarities. On a 
broad level, they both use the same time, unit 
and ground scales. Europe Ablaze's program 
code obviously uses many of the same (or 
very similar) sub-routines as the earlier game. 
However there are also distinct differences. 
Obviously there are no ships as_ such; 
merchant shipping is depicted abstractly, as 
one of a range of target types: population, 
industry, communications, ports and shipping 
(strategically), to which can be added airfields 
and radar stations (tactically). Aircraft char- 
acteristics are specified differently, and the 
sound effects much improved. The interaction 
between the political leadership, the Comm- 
ander-in-Chief and tactical commanders is 
more clearly defined. Night-capable aircraft 
are included and different types of air strike 
mission are available, including recon, 
harrassment, sweeps, raids and missions. The 
computer controls the first two, while the 
latter three are player-designated. 


However people who have played Carriers At 
War will have little difficulty in picking up 
the game. 


The game includes three scenanos: Their 
Finest Hour (10/8/40 to 4/9/40) which 
simulates the critical period of the Battle of 
Britain; Enemy Coast Ahead (23/7/43 to 
20/8/43) which depicts Operation Gomorrah 
-the destruction of Hamburg; and Piercing 
the Reich (3/2/44 to 26/2/43) which 
simulates the great air battles which finally 
broke the back of the Luftwaffe. As with CAW 
the game comes complete with a game design 
kit; if you're like me, you'll drag out that old 
copy of Bomber or at least try the vanants 
Suggested in the game and in Run 5. 


The game comes neatly packaged in a flat 
record-jacket style package which includes the 
two-sided flopy disk, two game cards and two 
booklets, and is available for both the 64K 


Apple // family and Commodore 64 comp- 
uters. 


Each scenario offers up to six command 
positions per side, any or all of which may 
be computer controlled. The player may take 
the role of (air forces) C-in-C or any 
combination of subordinate commands. The 
game is arranged so that not only the sides 
compete against each other, but each comm- 
ander is pitted against all others (in terms of 
victory points). The game is thus suitable for 
solitaire or group play, although it would be a 
bit clumsy to play with more than four 


people. 

Bombing missions are planned at either mid- 
night or midday. Players select targets, plot 
courses and determine ETAs and squadron 
allocation, including ‘escorts. Fighters can be 
allocated instead to patrol and/or interception 
missions in response to ground and radar 
sightings. Player C-in-Cs can vary doctrine to 
a limited degree; which can be a very good 
reason for not subordinating yourself to the 
computer! 


Players have to keep their wits about them; 
once you're past midnight you can't plan any 
missions, which is a bit tricky sometimes! 
Europe Ablaze is a fine simulation and is 
indicative of programming of the very high- 
est order. This is no longer surprising; Mr 
Keating is pre-eminent in the field of machine 
language programming for the Apple // 
family. Indeed I have shown CAW to other 
programmers who express the _ greatest 
admiration for the game's sophistication. 


Once the system is grasped - and unfort- 
unately SSG's documentation is not well 
designed for learning purposes - games can be 
played reasonably quickly. I am still uncertain 
whether command or menu-driven systems are 
best for this type of project, and I would be 
interested in seeing any relevant work on 
communications psychology. Interestingly 
the menus would be well-suited to a mouse 
environment, although I suspect they have 
not been designed with this in mind. 


The computer is, as always, an uninspired but 
reasonably competent friend and foe, although 
a number of improvements to the Artificial 
Intelligence (AI) simulation algorithms occur 
to me; for example I would suggest the 
replacement priority for the various comm- 
ands be attuned more closely to the activity 
level and/or casualty level of each command. I 
find it odd that the computer RAF C-in-C in 
the Battle of Britain scenario cannot bring 
itself to increase 11 Group's priority to 7 (the 
highest) but is content to leave 12 + 13 
Group's priority higher than 11 Group's. I 
note (approvingly) that it is happy to reduce 
the priority of Bomber and Coastal Comm- 
ands to 1. 


You can develop a big mission very easily 
using the Auto Assign option, but check 
the results. The computer however does 
downnght dumb things with Bomber and 
Coastal Commands in the TFH scenario (e.g. 
attacking Rotterdam with Sunderlands and 

...continued on page 46 
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NEW NEW NEW — 15mm SAMURAI & 25mm SAMURAI ALSO 15mm BRITISH, FRENCH AND 
RUSSIAN NAPOLEONICS DONE BY THE MINIFIGS SCULPTER 

JUST A REMINDER — TIN SOLDIER ALSO PRODUCES 15mm HELLENISTICS, 15mm 
MEDIEVALS, 15mm DARK AGES, 15mm AND 25mm AZTECS, 15mm UNIVERSAL SOLDIER 
(FOR THE HANDYMAN)< 15mm AND 25mm FANTASY, and did you KNOW THAT WE ALSO 
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WE STOCK MINIFIGS 25mm NAPOLEONICS, SEVEN YEARS WAR, MARLBURIAN. 
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RUSSIAN & PRUSSIAN NAPOLEONICS, ALSO A.C.W., COLONIALS, IMPERIAL ROME AND 
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NORTH AMERICAN INDIAN WARS. 

WE STOCK TABLE TOP GAMES — A.C.W. with BLEMYES, GOTHS AND SAMATIANS DUE IN 
JANUARY ’86. 

WE STOCK THOUSANDS OF DOLLARS OF PAINTED FIGURES (INDEED WALKING INTO 
OUR SHOP IS A LITTLE LIKE WALKING INTO A MODEL SOLDIER MUSEUM) RANGING 
FROM INDIVIDUALLY PAINTED FANTASY FIGURES TO SUPERBLY PAINTED UNITS AND 
ARMIES IN 15mm & 25mm COVERING MOST PERIODS. 


DID YOU KNOW ABOUT OUR PAINTING SERVICE? WE HAVE TWENTY PROFESSIONAL 
PAINTERS ON STAFF. ASK ABOUT OUR RATES — YOU’LL BE PLEASANTLY SURPRISED. 
WE ARE ALSO LOOKING FOR MORE PAINTERS, SO IF YOU ARE A BETTER THAN 
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MODELLING FIGURES — WE HAVE IN STOCK POSTE MILITARIE, BARTONS, PHOENIX, 

ROSE MINIATURES, SOVERIGN, CHOTA SAHIB, J.F. GRIEVE & THE SUPERB LE CIMIER 
RANGE (DON’T ASK ABOUT LE CIMMIER UNLESS YOU’RE PREPARED TO SPEND $72.50, 
then AGAIN WHAT PRICE IS EXCELLENCE). 


MAIL ORDER. WRITE IF YOU WANT TO BUT SAVE TIME AND MONEY AND PHONE US 
REVERSE CHARGES. FREE POSTAGE FOR ORDERS OVER $25.00 


MOST OF THE ABOVE MENTIONED RANGES ARE AVAILABLE FROM THE FOLLOWING 
BUSINESSES — EMPEROR’S GUARD (MELBOURNE 059-77-5718), GAMES SAFARAI 
(WOLLONGONG 28-1575), SIMULATIONS (PERTH 325-4652), TIN SOLDIER ADELAIDE (271- 
1290), TIN SOLDIER CANBERRA (58-6619), WARGAMES AND MILITARIA (NEWCASTLE). 
ANYBODY INTERESTED IN BRISBANE & TASMANIA? 


SHOP: 2nd FLOOR, DYMOCKS BUILDING, HOURS: 9 — 5.30 Mon, Tues, Weds & Frid 
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SYDNEY, NSW 2000 9.30 — 1.00 Saturday 


PH: (02) 27-7421 FOR THE U.K. AND EUROPE — THE TIN SOLDIER U.K. (0705) 82-7251 


Boardgames 


DESIGNERS NOTES: 
by Harry Rowlands 
and Greg Pinder. 


WORLDINFLAMES 


GLOBAL CONFLICT: 1939-1945 


THE AXIS STRATEGY 


One of the saddest moments for a game 
designer is to pick up a wargame magazine, 
read an article about a game he has designed 
and all of a sudden realise that other people 
can play the game better than he can himself. 
The following therefore is a vain attempt to 
get in first and write an article while (hope- 
fully) still having something intelligible to 
say. No doubt there will be some readers who 
will laugh at what follows. If so, we 
encourage you to submit a critique so that we 
can share your insight. 


This article is about Axis strategy in World 
in Flames.. If we are given the kind per- 
mission of the editor and if you are interested 
in hearing some more about World in 
Flames, we would be happy to provide strat- 
egy tips for the Allies in a future article. 
(Certainly - Ed.) 


AXIS STRATEGY 


When you sit down to play the Axis side, you 
should be aware that there are two ways for 
you to win. First, you can annihilate the 
Allies to the point where they have nothing 
to come back with. Alternatively, you can 
hold onto a sufficient victory point base to 
claim a victory by the end of the game. These 
are not mutually exclusive strategic goals, 
they are complementary. If you do _ not 
attempt the former, you will not achieve the 
latter. It would be a mistake, however (and 
too many Axis players make this mistake) to 
conclude after failing to destroy the Allies, 
that all is lost. It simply isn't so. 


Hopefully having convinced you to go for the 
outright win, we will now tell you how to go 
about it. The Axis side possesses an awesome 
offensive capacity but it is both limited and 
finite. You can attack neither everywhere at 
once nor for the whole game. The two major 
strategic decisions you will have to make 
then are your critical objectives and the point 
at which you switch from offence to defence. 


GERMANY 

At the start of the game, your set-up will 
dictate your opening: an attack on Poland or 
France. If you could knock France out of the 
war by the November/December ‘turn of 1939, 
you will have enough time to move your 
troops eastward to attack Russia in May/June 
of 1940. The problem is, you must leave at 
least 5 infantry corps on the Polish front 
which eventually will be beaten and at the 
same time have to smash your way past the 
French and Bnitish troops towards Panis. If the 


Bntish go for the Italian option (see below) 
then you might very well suceed, leaving 
yourself a large number of options in the 
coming turns. If you fail, you will lose a lot 
of troops and could end up losing in the East, 
West and Mediterranean. 


The safer option is to place half your 
infantry, most of your armour, but only 2 or 
3 TAC aircraft units facing the Poles, who 
should collapse by the end of Sep/Oct 1939. 
The rest of your force should face the French, 
Dutch and Belgians. Be careful of being too 
aggressive as this could shift US entry 
against you, allowing the Allies an early 
crack at Italy. Knock out Holland in the first 
turn and perhaps Belgium in the second or 
third (see what the Yanks think of Rotterdam 
first). You can attack the Maginot line as well 


After the fall of France 
you have a wide variety 
of choices open to you. 


although you could lose troops doing it. 
You've got the best aircraft in the war and you 
can take down a lot of Brits and French with 
them. If you are aggressive enough you can 
take Paris by May/June of 1940. If you can 
destroy his army quickly or if you plan to go 
into Spain, go for the conquest. If there are a 
lot of French left or it is getting close to 
winter and you plan to go into Russia in 
1941 then declare France Vichy. 


After the fall of France you have a wide 
variety of choices open to you. You can 
strike against the Bmniish, which can be 
highly successful, especially if the Common- 
wealth player has been careless about leaving 
enough units to defend Britain (it is amazing 
how besieged the Bntish feel after Italy has 
entered the war and the French fleets have 
given up the fighting). There has been many 
a successful Operation Sea-Lion, and some 
feints that can wreak a lot of damage against 
Commonwealth aircraft and ships. The prob- 
lem is that it can also mean a savage loss of 
your subs, ships and aircraft, these last being 
essential if you plan to go to war with 
Russia. 


A second alternative is to go for the Med, 
sending troops and aircraft to drive toward 
Alexandna and beyond = (hopefully by 
May/June 1941, the Caucasus). ‘This requires 


good co-operation with Italy but can be 
achieved with minimum losses and allows the 
Wehrmacht time to exercise in Yugoslavia and 
Greece. 


The third alternative is more daring but can 
reap enormous rewards: an attack on Spain 
and then Gibraltar. If you have taken France 
by May/June 1940, or do not want to take on 
Russia until 1942 ,it is the most lucrative use 
of your forces in the interim. Three immense 
benefits can accrue from the capture of 
Gibraltar. Firstly, it allows quick reinforce- 
ment of the Med theatre and puts enormous 
pressure on Cairo and Suez (French North 
Africa being Axis-controlled). Secondly, it 
renders the Middle East possessions of the 
Allies vulnerable because it effectively 
isolates Egypt from Britain and allows a freer 
hand against Iraq and Iran if both have been 
conquered by Russia. Thirdly, it also makes it 
more difficult for the British to reinforce 
India; if properly co-ordinated with a good 
Japanese attack it will, at worst, demoralise 
the Commonwealth player and, at _ best, 
destroy Allied chances of holding on to 
anything substantial on the Pacific map. The 
disadvantage is that if the Commonwealth 
player is ready for it, he can slow you down 
and perhaps even repulse you in front of 
Gibraltar and your golden chance to annihilate 
the Russians in 1941 will slip away forever. 


The next decision you must take is perhaps 
the most difficult of the war; if and when you 
should attack Russia. An attack in 1940 is 
possible but do not even attempt it unless 
you can overun Moscow and Leningrad in the 
first two turns, as you will be very weak and 
the Russians get to gear up to a wartime 
economy very early. A standard tactic is an 
attack in 1941. The Russians are still not 
strong while your forces have had an extra 
year to build up. An interesting tactic is to 
build up for a '41 attack forcing the Russian 
to build all his Infantry and then not to attack 
until 1942. The Russians will not be able to 
gear up infantry until Jan/Feb 1942 and will 
not have much more on the front line than in 
the previous year. Still, that leaves one less 
year to knock out the Russians before the 
second front storms ashore somewhere in 
Festung Europa. To not attack Russia before 
Russia is allowed to declare war in 1943 will 
allow the Wehrmacht to build to maximum 
Strength, but this option hands the initiative 
to the Allies on a plate and and makes last 
two years of the war nightmarish. 
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If you unleash the panzers against the 
Russians, go hell-for-leather. You've got at 
least a reasonable chance to hurt the Russians 
bad. If you can knock her back to the Urals, 
then her production will be limited and you 
will be able to release a large part of your 
force to face the threat in the west. From this 
situation, you can often win the war on the 
European map. 


If the Russians resist successfully, there will 
come a point at which you must switch from 
the offence to the defence. This switch can 
occur rapidly as the Russians really bounce 
back fast once the Germans stop destroying 
many units per turn. It will probably happen 
by 1943-44 and definitely if the Allies get 
ashore in Western Europe. Do not defend 
passively though as you will be able to 
contest the skies against the Russian air force 
until well into 1944 and should use selective 
attacks (preferably against flipped units) to 
eliminate salients or destroy choice targets 
(armour and para). 


Once the Allies have a succesful beachhead in 
France or Germany, most of your reinforce- 
ments must go to the Western Front to 
contain any disastrous breakout into the heart 
of Germany. Be careful with this, however, 
because constant denial of reinforcements to 
the Eastern Front can pressage a dramatic 
collapse (we have seen the Russians advance 
17 hexes from Kiev to Budapest in the last 
two game turns). The final words are defend, 
defend and defend. Remember the game has to 
stop at some point, possibly with Germany 
the Urals to London but at least (hopefully) 
from East to West Berlin. 


DO YOU ENJOY STABBING PEOPLE IN THE BACK, AND * 
AT THE SAME TIME CONQUERING THE WORLD?? 
THEN TRY... 


WORLD EMPEROR 


CONTACT 


¢.2.€. Games 


P.O. BOX 90, LUTWYCHE, 
4030 


QLD., 


ITALY 


Naturally enough, Italy does not have as 
many strategic options as Germany since her 
main area of interest is the Mediterranean. 
Your first decision is when to declare war on 
the Allies. You could, of course not declare 
war at all, but that would not make it very 
exciting for the Italian player, and after all, 
you are playing a war game! 


You have to first of all watch out for the 
Allied Italian gambit which can see a 
Yugoslav force attacking Trieste (assuming a 
successful pro-Allied coup in Yugoslavia) 
followed by a French assault over ‘the Alps 
with British and French invasions of Rome, 
Taranto and Tripoli. Success for the Allies 
means an early night's sleep for you. Failure 
can see a shattered British army, Germans in 
Paris and a US population disgusted at Allied 
aggression in "that European affair’. 


Set up fairly defensively. Once the threat of 
an invasion has passed (sometime early in 
1940), you can then ship large amounts of 
men and materiel to North Africa prior to a 
declaration of war against the Allies. A good 
time to take the plunge is in Mar/Apr 1940 
when the British should be deeply enmeshed 
in Flanders with little left to defend Egypt. A 
surprise attack on Gibraltar can even see that 
fortress fall, allowing your surface fleet 
unrestricted access to the Commonwealth 
convoys to the colonies. 


Incidentally, the conquest of Egypt not only 
allows your surface navy access to the high 
seas but can also lead to the conquest of the 
Jewel in the Crown, India. The Arabian sea 
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(the sea-area adjacent to Delhi) is two sea 
areas from Suez. This allows transports from 
Suez (with the support of the navy based in 
Alexandra) loaded with troops to descend on 
Bombay and Delhi. If the Commonwealth 
player doesn't realise the danger (since Suez 
and Delhi seem so far away from each other) 
he may not leave any defence, giving an 
automatic 10:1 attack guaranteeing the 
conquest of India. Even if Bombay is defend- 
ed by 1 or 2 corps, there is still a fair to 
good chance of victory. We have seen a 
Commonwealth player who was so demoralis- 
ed that he surrendered on the spot (he was 
facing a court martial anyway). Even Hitler 
will be impressed with Italian naval power in 
the Pacific (based in Singapore?). You can 
console him while he is mired in Russia. 


Even with all this possible glory, always be 
cautious. A surprise British or British/US land- 
ing in Italy can bring ignominious defeat. 
Especially later in the war, the threat of 
enemy invasion always lurks. Place a high 
priority on defending the homeland as the 
loss of Italy prior to the end of the game will 
not only (obviously) affect your chances of 
victory (snowflake's chance in hell), but also 
greatly reduces the chances of Axis survival. 


In the multi-player game, Italy doesn't need 
many victory points to win but also doesn't 
have access to aS many as the other Axis 
partners and so should get involved in as 
many of Germany's ventures as it can and 
protest firmly for a fair proportion of the 
spoils. You may just find that an over 
generous Germany in 1943 could lead to 
Italian victory in 1945. 


NEW RELEASES 


Piropa 


PLAY AID KITS:- 


FIRE IN THE EAST PLAY AIDS KIT 1 


* DESERT PLAY AID KIT 2 
(WESTERN DESERT & TORCH) 


NEWSLETTERS 


WISH TO TRY AN ANCIENT CAMPAIGN THATS DIFFERENT? * 


ARMAGEDDON 


FOR DETAILS OF THESE AND OTHER PBM GAMES 


Furopa 


NUTS & BOLTS: 


E.T.O. 


The New Europa Newsletter 


Europa Gamers SC 
Newsletter 


Send a stamped addressed envelope to:- 


Russell Wynne 
63 Warrawee Road, 
Balnarring VIC 3926 
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JAPAN 


We believe that Japan has the greatest number 
of strategic options of all the Axis players. 
You could pursue a mainly naval strategy, 
invading Hawaii and Samoa or attempt the 
conquest of Australia or India. Alternatively, 
you could build a lot of land forces and attack 
China, Russia or both. 


You start the game at war with China. There 
is no point going to war with the US until its 
population is seething with resentment. There- 
fore for the first couple of years you may as 
well flex your muscles in mainland Asia. 
Russia is a possible target but you can end up 
badly hurt especially if the Germans don't go 
to war with Russia until 1942. We prefer to 
leave Russia until Germany has entered the 
war, as Vladivostock will most likely fall like 
a ripe plum at that stage and you can possibly 
advance as far as Irkutsk. 


Beating China 


There are several ways open to you to attempt 
the assimilation of China into the Japanese 
Empire. An all-out attack can throw the 
Chinese back into the mountains, gaining 
you the Burma Road, resources and factories. 
It will be difficult to take Urumchi (which, if 
taken, would most likely force the Chinese to 
surrender) however if you can drive the 
Chinese to the west of Lan-Chow, you can 
leave a screening force to hold back the 
Chinese and throw most of your army against 
Russia and India. Unfortunately, this will 
severely displease the USA and could mean 
the US entering the war as early as Mar/Apr 
1941. Four years of maximum US production 
is not a pleasant prospect. Furthermore, the 
Chinese will be at their maximum production 
(at least until the Burma Road is captured) and 
there is at least a fair chance that a Chinese 
offensive launched in 1943-44 could re-take 
many of your gains and allow the Chinese to 
build up to maximum strength. 


There is an alternative. You have approx- 
imately two years to cripple the Chinese 
before US entry into the war. If you dont 
launch a major offensive, you will delay US 
entry and still have a good chance to take all 
the vital objectives in China before your 
army iS required elsewhere. 

Launch a two-pronged offensive, one in the 
south to first connect Hong Kong to Hainan 
and from there drive onto Kunming. In the 
north, drive north of Si-an and then swing 


PLUS 


*-MAIL ORDER SERVICE 
«4 CONVENIENT LOCATIONS 
eEXCLUSIVE IMPORT LINES 


- EVEN CASH, 


The GAMES 
PARLOUR 


*-BANKCARD, VISA, MASTERCARD 


round west of Lan-Chow. If you can take out 
the Kunming - Chung King defence line as 
well as capture Lan-Chow, you will have 
bagged most of the Chinese army and air 
force with possibly very few losses. Make 
sure the first factory you capture is Kunming 
as this will deny the Chinese player resources 
from the US (via the Burma Road) at precisely 
the time when Chinese production will gear 


up. 


NOTE: The latest errata states that you can 
trace resources into or out of a hex in an 
enemy ZOC but not through an enemy ZOC. 
Further, China's production multiple is increas- 
ed to 2 when one Chinese factory is isolated 
or captured.) 

The disadvantage of this strategy is that this 
“moderate” offensive against China gives it a 
chance to form an excellent defense line be- 
tween Kunming and Chung King and can 
allow the Chinese to build up to maximum 
land and air strength. Furthermore, if the 
Chinese position is still strong when you go 
to war with the US, you may be outnumbered 
and outmaneuvered on the mainland (esp- 
ecially as you will require many naval 
impulses to capture the Allies’ Pacific bases ). 


China 

Whichever strategy you choose, China will 
(unless you are losing badly) become a second 
front when you come to war with the US and 
Commonwealth. It is not worthwhile to attack 
the US until it is on level 14 of the US entry 
track but, by the same token, be careful not 
to leave it too late, as the US player will 
declare war on you as soon as he 1s able. 
Don't rely on going first once the US is 
eligible to declare war. The weather will influ- 
ence your decision as to when you can declare 
war, aS you require at least three impulses on 
the tum of declaration to be able to port 
attack Pearl Harbor and still invade the Dutch 
East Indies, Phillipines, Singapore and 
Rabaul. (December is a lousy time to declare 
war, no wonder the Japanese lost!). 


It is possible to invade Pearl Harbor from the 
Marshalls but with competent US play, you 
will have a maximum of a 1/3 chance and to 
do that you will have to forfeit the port attack 
against the carriers. Even if you capture it, 
the intact US fleet will smile all the way to 
Samoa and Sydney. Really, it's just not worth 


the considerable effort. 


WE WILL NOT BE BEATEN ON PRICE 


SHOP 7 Royal Arcade, Melbourne. (03) 633 592 

31A Greensborough Shopping Centre (03) 434 6306 
Shop 16B Doncaster Shopping Town. (03) 848 9180 
859 Burke Road, Camberwell. (03) 822 885 


It is important to capture Singapore, Manilla 
and Rabaul as quickly as possible, because 
these major ports lie astride your convoy 
routes and Allied naval raids from them can be 
deadly to your lifeline to the mainland and the 
Dutch East Indies. 

Early Opportunities 


An excellent early target is an invasion 
adjacent to Calcutta followed up by further 
landings and an assault on Calcutta. In the 
one map game this can be deadly, as the 
Commonwealth has only limited production. 
Calcutta can be captured in one turn and Delhi 
the next, leading to the collapse of a sub- 
stantial portion of the Commonwealth land 
force. With the Commonwealth pressed hard 
by the Italians in Egypt and possibly having 
been depleted in an attempt to help Spain and 
hold Gibraltar, this could be the straw that 
breaks the camel's back. 

Another option is to capture Rabaul and then 
strike into the Coral Sea to capture Brisbane. 
If the Allies lose Brisbane, it cuts their comm- 
unications between India and the US, and 
forces the Allies to fight further and further 
from your vital convoys ,as well as being on 
exterior lines. However, even if you take 
Brisbane, you still have to capture Canberra 
(heaven forbid!) to knock Australia out of the 
war and, given enough warning, the Common- 
wealth player can bring a lot of reinforce- 
ments to turn the tide. 

At a certain point, the US carriers will start 
Steaming off the slipways in droves and you 
will have to go on the defensive. Garrison 
each major port and objective city with at 
least one corps and the most likely targets 
with two. If you allow the US to make 
guaranteed 10:1 attacks against ports that 
took you so long to capture, you will be on 
the slippery road to defeat. Remember, even if 
the US player successfully invades Japan, he 
still has to conquer every factory to knock 
you out of the game. This can take a long 
time. Meanwhile you most fikely will still 
have a fairly large force on the mainland 
defending your victory cities. 


With luck and skill you may become the 
dominant power in the Pacific, but, even if 
the worst comes to the worst and your 
European partners don't survive until the end 
of the game, you can still give the Allies a 
damned good mn for their money. 


Limited offer specials 


$26.95 
$26.95 
$11.95 
$19.95 
$15.95 
OAI1 $22.95 
CM7 $15.95 
Limited numbers only! 


Lankmar 
T1-4 
DL10 
B10 
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AUSTRALIAN GAMES DISTRIBUTION 
IS BIGGER AND BETTER THAN EVER BEFORE 


Approved For Use With TRAVELLER® 


., The TRAVELLERS 


Digest 


$6-95 per issue 
1$22-00 per 4 issue 
subscription. 


Antiquity — 


* A Complete Adventure in every issue 

*Officially approved by GDW for use with Traveller. 
*52 value packed pages. 

*6 other articles in each edition. 


ISSUE 3 AVAILABLE NOW !! 


RHAND:Morningstar 
Missions 


A unique,fast-paced science fantasy 

RPG.Players try to vanquish the 

evil Spectral forces on Rhand and 

preserve civilisation.Revolutionary 

melee,archery and magic systems 
are covered in consistant, 
easily played rules.104 pages, 

ou spiral bound game book. 
. & $35.95 


AGD brings you New Games, Miniatures, and 
Accessories, at affordable prices available through 
these selected retailers. 


Mind Games -All Stores 
Last Grenadier -Brisbane 
Game Master -Parramatta 
Simulations -Perth 

Are You Game -Forest Hills 
Wargames and Militaria -Newcastle 
(Sames Parlour -All Stores 
‘Aainiv Military -Wollongong 


er direct from 
..usiralian Games Distribution 
2.0. Box 117 
Joreiand 
iC. 3058 
(5) 726 9681 
T3ADE ENQUIRIES WELCOME 
-'D EDITION CATALOG AVAILABLE NOW 


: $3.95 each 


AVAILABLE APRIL 30. 


DICE! 

DICE! 

DICE!!! 
Transparent inked dice 
Transparent plain dice 
Opaque inked dice 
Opaque plain dice 
Metallic inked dice 
Metallic plain dice 
Inked 30 sided dice 
Plain 30 sided dice 
COMMING SOON! 
100 sided dice 
Special Dice 
Orc Dice-Pair 
Demon Dice-Pair 
Traveller Dice-Set of 4 


Game Accessories 


Giant Hex Sheets(set of 3) 

Blank counters (1/2 inch) 

Blank counters (5/8 inch 

Counter Trays (set of 3 
with snap lids) 

Dice Pouchs (large) 

Dice Pouchs (small) 

Rub-on Military Symbols Sheet 

Rub-on Numbers(large and small) 

Rub-on Terrain Symbols Sheet 


\ A GAME NEWS 


America's most exiting 
wae ~4new games magazine, 

} covering Role-playing, 
| Wargames and general 
| Adult games. 


$45.00 for 12 issue 
| subscription. 


Each edition contains game reviewsinterviews, 
game scenerios,news and letters,convention 
reports andlots more!12 editions per year. 


Nobody carries a bigger range 
of accessories-here are just a few. 


$ 8.95 
$11.95 
$11.95, 


$12.95 
$ 4.50 
$ 2.95 | 
$12.95 
$12.95 
$12.95 


NEW ADULT GAMES 


WAR GAMES 


MAIN 
BATTLE 
AREA 
$64.50 


A realistic 
modern 
tactical game. 


* 600 full color die cut counters 
* 20" x 31" full color map 

* A progressive level of rules 

* A scenario card, 2 decimal die 


ALSO AVAILABLE 
Ranger - a fast movirig authentic simulation of 

modern Ranger operations $42.50 
Victory in Europe - a Corp/Army level simulation 
of the struggle to end the war $42.50 


CARRIER 
BATTLES 
$74.50 


A detailed tactical level game 
| of the Carrier and Surface 
battles fought in 

the Soloman Islands in 1942 
_ A fast and innov- ative basic 
as well as a more detailed 
advanced game. 


* 19 inch x 25 inch mounted mapboard. 

* 1080 counters. 

'* 1 Pad of 24 Strategic maps/ship log sheets. 
* 10 Task Force display cards. 


* Rule book and tables & chart cards 


MAKE SOMEONE'S DAY 
WITH THIS HILARIOUS GAME 


Players start in Brooklyn with a gun and 6 bullets . 
The first player to get to the Bronx alive wins. The 
high quality product includes 28 metal playing pieces. 


$22.50 
Available April 30 


,] 


COMPUTER GAMES 


AND ROLE - PLAYING GAMES. 


SIMULATIONS CANADA 
“Modern Period Board Games 
WEST FRONT , The Campaign in Europe, 
1943-1945. 
The Second Front on the continent began in 
1943 with the Allied invasion of Italy.A year 
later the Normandy invasion was the begining 
of the end. WEST FRONT is a Grand Strategic 
game designed to link with LEBENSTRAUM! 


DARK STARS, exploration and conflict in space. 

SEA POWER AND THE STATE, WW3 at sea. 

BATTLE STATIONS , operational modem seapower . 
INCHON , tuming the tide in Korea., Sept. 1950. 
LEBENSRAUM ! Germany versus Russia , 1941-1945. 

LA REGIA MARINA, the Mediterranean , 1940-1943. 
DEVINE WIND, Japan in the Pacific , 1941-1945 . 
SCHNELLBOOTE, Tactical Small Craft Combat 1939-1945. 
KREIGSMARINE, tactical Naval Combat Against the Axis. 
ORTANA , The Advance Through Italy , December 1943 
ASSAULT ON TOBRUK , Rommel Triumphant, 20 June 1942 
DIEPPE , The Return to the Continent, 19 August 1942 
D.A.K. The Axis in North Africa 1940-1943 


$52.50 EACH 


SIMULATIONS CANADA 


Computer Games 


SEVENTH FLEET, modern naval 
combat in the Pacific Ocean 


The Pacific Ocean bursts into conflict as a 
result of renewed combat between China and 
Vietnam. The forces of the Superpowers and 
their Allies go on alert and begin maneuvering 
- outright warfare is only a matter of time. 
Disk for Apple II or C-64/C-128. 

ALSO AVAILABLE 


GOLAN FRONT, the Arab/ Israel war in the north in 1973. + # 
BATTLE OF THE ATLANTIC , naval combat in WWII. + * 
SIEG IN AFRIKA, Rommel in the desert, 1940-1943. +# 
FIFTH ESKADRA , Operation modem naval combat. + # 
FALL GELB, the conquest of France, Spring 1940 . + # 
GREY SEAS , GRAY SKIES, tactical modem naval combat . 


Apple Il (+), Commodore (#), IBMPC (*) 


$89.00 EACH 


+ # 


SIMULATIONS CANADA 


Board Games (pre-20th 
THE ONE WORLD -_ The hers, "1426- 1501 
Is the history of Anahuac, the One World of the 
Mexican Basin. It is a chronicle of political 
strife and contant warfare, depicting the height 
of Aztec power before the arrival of the Spanish, 
in a low complexity strategic game for 2 to 6 
players. 


THE WILDERNESS, Lee meets Grant , 5-6 May 1864 

MAN OF WAR, Naval Combat in the age of sail. 
ROCKETS RED GLARE, The 1812 war in North AMerica 
POWER AND RESOLUTION, The English Civil War. 
WITH FIRE AND SWORD, The 30 Yearss War 1618-1648. 
SCOURGE OF GOD, The Campaigns of the MOngolians. 
NORSEMEN ! Viking Kingdoms of the North Sea, 900-1050. 
JIHAD! The Rise of Islam, 632-732 AD. 

HANNIBAL, The Italian Campaign, 218-206 BC. 

WARRING STATES, The unification of China 231-221 BC 


$52.50 EACH 
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CANBERRA 1956 


AD&D Freeform 


The competition ran over the three days, for 
about four hours per day, and was a mixture of 
free-form and module. 


The scene was a shipwreck in which an army 
of soldiers, mercenaries, clerics, magic-users 
and thieves was washed up on a beach of the 
island of an evil wizard, whom they had been 
sent to kill. The characters were all 4th or 5th 
level and had little or no equipment in the 
opening session. Players were able to choose 
their class, race and attributes, basing them 
on a fairly restricted set of rules. A number of 
high level NPC's (=Non-Player Characters -Ed) 
(clerics, magic-users, etc) were also shipwreck- 
ed, to supply access to high level spells and 
to provide some direction for the players. The 
freeform sessions basically consisted of the 
par interacting with each other and the 
Ss. 


On day one, the modules kept the characters 
busy scavenging for food, water and equip- 
ment. Day two saw the characters travelling 
across the swamps and day three infiltrating 
the wizard's city and tower. The final 
encounter, which only two groups managed to 
reach, was with the wizard. Unbeknown to the 
players, the wizard was in fact a Daemon of 
considerable power. The groups were to 
consist of around 6 players - though this was 
not a fixed number - and one Dungeon Master. 


Awards were given to the best role-players, 
the team which "took out” the most encount- 
ers with the greatest amount of skill and 
Originality, and “hero” awards for inflicting 
the most damage on the "wizard". 


My only administrative problem was that for 
100 places in the competition, I received 209 
entries. 


A note on the design of the competition. It 
was necessary for smooth running to put 
strong limits on the options of the players. 
To do otherwise would invite suicide for the 
competition (and the organisers too, prob- 
ably!) and result in a frustrating and boring 
weekend for those players who prefer not to 
demolish or loot everything in sight. Our 
main method of control was to keep the 
characters at a relatively low level, with little 
or no magic. A survey of players afterwards 
showed clearly that players would have 
preferred more classes, levels, magic and 
playing time. However, to attempt this within 
an open competition with 100+ players is 
fraught with difficulties. 

Freeform is, by its nature, harder work for the 
DM's and the - organisers. Situations 
demanding the attention of a Dungeon Master 
constantly arise, but rarely are there enough 
DM's to go around. It is difficult (not to 
mention impossible) to maintain checks on 
equipment, hit points and sundry other assort- 
ed details in the freeform format. Quite a 
number of players asked for more freeform and 
less module. 

This request also has its difficulties. From our 
experience last year, players need something 


to tie the competition together. By having 
modules to run in, players get a DM to them- 
selves to put into practice their ideas, and for 
those groups into "hack and slash" (and there 
are many) a chance to indulge in copious 
bloodletting without affecting the flow of the 
competition or the other players. Also, with 
only a limited number of DM's, and a large 
number of players thinking up weird and 
wonderful ideas, it is impossible to predict 
every move and therefore have time to prepare 
the background information and make the 
adventure challenging. And if there is no 
challenge, there is no point in running. 
Modules allow time and collaboration to 
prepare diverse and - hopefully - imaginative 
scenarios. 

Over the course of the weekend, we saw some 
excellent roleplaying and gaming, making the 
judging of the best players a close and 
difficult debate. 


A very few players, unfortunately, seem to 
think that once they have paid their entry fee 
they can do as they like. While this is 
perhaps what roleplaying is all about, they 
fail to realize that the organisers also have a 
responsibility to the other 99% of players as 
well. To those who feel that the DM is being 
unduly restrictive, I would suggest that they 
Should run in “endless quest" books where 
they an backtrack and start again should the 
"DM" decide against them. 


Also on a personal note, I see a big difference 
in competing with others and ruining their 
weekend by going out of your way to destroy 
their characters. "It's not nice’ and I would 
suggest that before players do so, they might 
consider what it would be like if the situation 
was reversed. 


Fortunately, this year most players accepted 
our sometimes arbitrary rulings 
spirit, and fought, as we intended, against the 
wizard rather than each other. 


On the other hand, a competition shouldn't be 
(and hopefully this one wasn't) used to give 
DM's a chance to play dictator. This is by 
way of warming to would-be organisers and a 
plea to DM's. After all, the reason we play is 
so we can ALL (players and DM's) have fun, 


Graeme Marchant 


in good. 


AD&D Module Competition 


One... Two... Three... The death count comm- 
enced. At least the Advanced Dungeons 
and Dragons Tournament at the 1986 
Canberra Games Convention will be remember- 
ed in the minds of participants for one thing; 
the mortality of the characters that entered in 
the competition. 


The AD&D Module Competition attracted 41 
teams, a massive total by any standards but 
even better because the AD&D Freeform 
competition itself had approximately 110 
players, of which most were not also comp- 
eting in the Module competition. 


Play on the first day was at the standard to be 
expected, that is the better teams had few 
casualties while some of the unfortunate teams 
lost several characters if not an entire party 
(six characters). 


One hundred and one... One hundred and two... 
The death count continued. The second day 
saw a remarkable number of bodies being 
strewn throughout the dungeon, mostly 
thanks to the efforts of one poor defenceless 
(7) Rakshasa. 


Essentially the idea of the module was that 
the party had been shipwrecked on an island 
and while trying to find themselves some 
food and shelter, become involved in saving a 
town from a fate worse than death - being 
tured into fish. 


Our ever intrepid adventurers, one of whom 
was a Paladin, persevere, even through death 
and back, and emerge victorious from a final 
battle with the Efreeti. 


Overall the standard of play was very good, 
with some excellent role-playing from many 
of the teams which made, from an organiser's 
point of view, the whole weekend a total 
success. 


Now for the important news, the list of how 
people actually fared: 


Score Name 
Ist 20,920 Unknown Quantity 
2nd 18,366 Gary Gygax All Stars 
3rd 16,677 Beavers United 
4th 16,404 Crusading Eggs 
Sth 14,213 Knights of Solamnia 
6th 13,414 Gorgonbusters 
7th 12,886 Draconians 
8th 12,650 Tharbads 
9th 12,310 House de Aresmort 
10th 12,195 Blurred Crusaders 
11th 11,373 Bohemian Ear Spoons 
12th 10,867 Peoples Front ofJudea 
13th 10,397 Avengers of Khash Khalan 


..three hundred and _ ninety-six... Three 
hundred and ninety-seven... Three hundred and 
ninety-eight... 


David Owen 
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TRAVELLER AT CANCON 


"Hello," I whispered. "Conventions Anony- 
mous? Please help me - I can feel myself 
about to volunteer for a... a Convention..." 


"Sorry. Wrong number," replied the voice at 
the other end, our conversation ending with a 
click, and then the beeping of an engaged 
signal. 


I put down the phone, knowing that there 
could only be one, last resort. My fingers 
crept across the desk, reaching for the object 
that lay gleaming metallically before me... 


Picking up the steel pen, I started to wnte out 
the names of referees, and once again, fell 
prey to the dread disease known as Con- 
vention organising. 

Actually, I was already on the Canberra 
Wargames Society Committee, so _ the 
disease was already a particular strain known 
as Competition organising, for which Graeme 
Marchant and I formed ‘Conventions Anony- 
mous’, which has had no effect whatsoever on 
our respective competition organising. 

Anyway, after CanCon’85 I decided I didn't 
want anything to do with a huge competition, 
mostly because no-one would want to work on 
that sort of 100+ player marathon, where the 
referees either go insane or drop dead from 
exhaustion (the players just go insane). 

So, I called the usual long-suffering crew who 
make up 30th Century-Vargr, and we agreed to 
do an invitational, with an optimum capacity 
of 50 people, and an absolute maximum of 


At the same time, I also contacted other 
Traveller organisers, resulting in the form- 
ation of two other competitions: The 
Traveller Competition (to cater for free- 
formers), and the Traveller Tournament 
(for the more orthodox players). 


Unfortunately, the Traveller Competition and 
its organisers went from a state of uncertainty 
to one of complete transparence, largely due 
to a lack of communication between the 
organisers, and from me to them. This sort of 
thing shouldn't happen next time, with the 
CWS requiring more concrete proposals from 
organisers, including lists of referees and an 
identifiable, responsible organiser as a 


John and Phillipa Hughes: The King and Lady 
Chandrin 


Shayne Lynch: The King's Champion 


contact point. 

The Traveller Tournament, on the other hand, 
was once again run by Paul Harris and his 
‘Bendigo’ team. Paul's report should be 
elsewhere in Breakout, but I would like to 
thank him and his referees for coming all the 
way to Canberra once again, for a weekend 
largely taken up with work. 


I would also like to thank Ian Dunmore for 


organising the more intellectual side of 
Traveller, the Trillion Credit Squadron 
competition, in addition to all his work 


before, during and after the Con. 


The Traveller Invitational 

To cut a long story short, the Traveller 
Invitational was a_ structured free-form, 
complete with a book of rules, over 250 
individual cards to help play, and numerous 
scenarios for the ALSE (Accelerated Life 
Simulation Environment) component of the 
game. 


In fact, it can now be revealed that the game 
was really only a more complicated, role- 
played boardgame, based on Kingmaker, with 
some elements from Flashing Blades. Still, 
the scenarios were straight Traveller, as was 
the background. Well, most of it anyway... 


Players took on the roles of Imperials, 
Zhodanis or the native Ouriquan nobles, all 
meeting at the Amberne Court. There, they 
could wheel and deal to achieve their 
objectives, interact with the Royal Bur- 
eaucracy, fight duels, settle disputes in the 
Court of Lands, get arrested and appear in a 
Court of Morality, or prove their worth in an 
ALSE scenario. 


Surprisingly enough, nearly all of this seemed 
to work. The rules didn't immediately take on 
the appearance of Swiss Cheese, and the 
players threw themselves into the game with 
commendable energy. In fact, the referees had 
very little to do at first, and over the rest of 
the weekend had unprecendentedly few prob- 
lems or mind-boggling actions to resolve. 


Much of this was, of course, due to the high 
standard of the players. With a very few ex- 
ceptions, we found the concept of an 
Invitational validated by the standard of play. 
Incidentally, the invitations were sent to win- 
ers of CanCon '85, Octobercons '84 and ‘85, 
Referees from Phantastacon ‘85, Tin Soldier 
Con ‘85 and a few ‘industry’ figures, with all 
these people also being able to bring a guest. 


..continued on page 45 


CANBERRA 
DIPLOMACY 


This year's Diplomacy competition at the 
Canberra Games Convention proved to be by 
far the largest held so far. There were 
consistently six complete games of seven 
players involved in each of the five rounds of 
the competition. In all of the previous comp- 
etitions never more than three complete 
games were played in any round. The large 
increase perhaps could be attributed to the 
current crop of play-by-mail Diplomacy games 
in progress. The Go-Between and The 
Australian Wizard who both provided sponsor- 
ship in the form of game subscriptions. 


Unfortunately several of the competitors from 
previous years did not enter. Nevertheless the 
competition provided some of the best 
Diplomacy ever seen at Canberra. The scoring 
at this year's convention was somewhat diff- 
erent to previous years as it no longer used 
supply centre counts, preferring instead to use 
the average position in the games. 


The first four rounds of competition saw Luke 
Clutterbuck well in front after winning three 
games and coming second in the fourth. 
However the final round saw Luke playing 
Italy. In the end he was left with just one unit 
and the two people who attacked him, Daryl 
Winder and Stephen Clarkin, eventually came 
second and first respectively. 


Next year's competition promises to be even 
better with substantial computerisation being 
employed to make the competition run more 
smoothly and with greater fairness. In 
addition, it will enable a new scoring system 
involving both supply centre counts and 
position at the end of the game. Hopefully it 
may be possible to obtain a trophy (possibly 
perpetual) for the tournament champion. 

Philip Watkins 
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CANBERRA 
BOARDGAMES 


In a very close tough competition Avi 
Solomon just pipped three time Australian 
Boardgame Champion Harry Rowland in a 
count back to win this year's tournament. 
Harry has been very involved with the 
Australian Design Group over the last 
12 months and it will be interesting to see if 
his loss this year is just lack of practice or 
whether the ‘king’ has really been deposed. 
Third place went to John Lawton who has 
been a consistently good performer over last 
year. Nigel Slater suffered a surprising loss in 
one of the early rounds and never got back 
into the competition. 

In some ways the boardgames were a bit of a 
disappointment this year, numbers were down 
and the contest was dominated by the 
established champions. A definite drive to 
recruit new competitors is required to ensure 
that the natural attrition of players does not 
eventuate in the competition field shrinking 
to non-existence. This could be partly 
aleviated by introducing current games into 
the available choices, a process which has 
been gradually taking place. As to the 
problem of the same people winning, it is 
somewhat akin to the cry: "Its always those 
people who keep entering competitions who 
win!”, 


'86 


Paul TrunofF 


FOR THE VERY BEST IN 


WAR GAMES 


RUSSIAN CAMPAIGN SERIES Il 


Universally recognized as one of the finest war games, 
has now been significantly improved hy John Edwards, 
the games’ designer. New rule changes cover Combat, 
Victory Conditions, Replacements and new Substitute 
Counters. 


AS26 POST PAID, US$22 POST PAID, US$28 AIRMAIL, 
UK£18 POST PAID, UK£24 AIRMAIL. 


FORTRESS EUROPA -— Relive the Allied 


invasion of France in 1944. Game begins with D-Day 
invasion and covers all the action of the western front 
from start to finish. 


A$26 POST PAID, USS22 POST PAID, US$28 AIRMAIL, 
UK£18 POST PAID, UK£24 AIRMAIL. 


WAR AT SEA — An elegantly simple system has 
made “War At Sea” one of the favourites for both 
beginners and experienced wargamers alike. A classic 
game of Naval Strategy. 


A$21 POST PAID, US$18 POST PAID, US$24 AIRMAIL, 
UK£15 POST PAID, UK£21 AIRMAIL. 


AFRICAN CAMPAIGN — By far one of the most 


realistic games of the Desert War yet published. Both 
easy to play and historicaliy accurate. 


A$26 POST PAID, US$22 POST PAID, US$28 AIRMAIL, 
UK£18 POST PAID, UK£24 AIRMAIL. 


FIELD MARSHALL — sECOND EDITION 
Australia’s best selling war game. For both beginners 
and experts. Field Marshal! requires each player to 
assume the role of a Field Marshall in his. country’s 
army. Great value. 


A$21 POST PAID, US$18 POST PAID, US$24 AIRMAIL. 
UK£15 POST PAID, UK£21 AIRMAIL. 


YOU CAN'T JUDGE A BOOK BY ITS COVER! 


new: EUROPE AT WAR 


From John Edwards, designer of the award- 
winning “Russian Campaign” and “War at Sea” 
we now have at last a completely new and 
playable game of the war in Europe. 

“Europe at War” is a 

strategic level game of 

World War Ilin the European ® 

theatre in which economic \ 

as well as military decisions 

must be carefully made as — . 

each side struggles for .7\- 3s 

ultimate victory. ars: 

The game features include 

leaders, paratroops, parti- ar 

sans, aircraft, warships, “ts 2 — 7 2 
generals, elite units, V2 rockets and finally the | 
atomic bomb. 


A$26 POST PAID, US$22 POST PAID, US$28 AIRMAIL, 
UK£18 POST PAID, UK£24 AIRMAIL. 


JEDKO GAMES 


134 COCHRANES ROAD, 
MOORABBIN, VIC., 3189, 
AUSTRALIA -— Tel.: (03) 555 1022 


WHICH IS WHAT A LOT OF DUNGEONS AND DRAGONS PLAYERS ARE DOING. IT 
IS A LITTLE KNOWN FACT THAT DESPITE APPARENTLY INFERIOR ARTWORK ON 
THEIR COVERS, THE OLDER DUNGEON'S AND DRAGONS MODULES CONTAIN FAR 
SUPERIOR ADVENTURES TO THE NEWER MORE GLAMCROUS ONES, AND THEY ' RE 
CHEAPER TOO! 

FOR ADVANCED D&D PLAYERS THERE ARE THE EXCITING MULTI-MODULE 
CAMPAIGNS SUCH AS THE EPIC STRUGGLE AGAINST THE EVIL SLAVERS IN 
THE A SERIES, OR THE CHALLENGING QUEST IN THE DESERT OF DESOLATION 
CAMPAIGN FROM THE I SERIES. THE ADVENTURERS WILL NEED ALL THEIR WITS 
ABOUT THEM TO SURVIVE THE DREADED TOMB OF HORRORS (S1) OR THE 
IMMENSE AND LABYRINTHINE PASSAGES OF THE LOST CAVERNS OF TSOJCANTH(S4) 

{| AND THERE ARE EVEN SUPERIOR OLDER MODULES FOR THE PLAYER OF BASIC AND 
EXPERT D&D AS DEMONSTRATED BY THE EXCITING TWO PART DESERT NOMADS 

CAMPAIGN FROM THE INTRIGUING X SERIES. 

MORE INFORMATION ABOUT THESE EXCITING RANGE OF OLDER MODULES 
CAN BE OBTAINED AT YOUR LOCAL GAMES OR HOBBY DEALER WHO SHOULD HAVE 
THEM ON DISPLAY FOR YOU.... 

AND REMEMBER, IT ISN'T THE ARTIST WHO WRITES THE MODULES, SO 
NEXT TIME YOU SEE AN OLDER MODULE WITH LOWER STANDARD ARTWORK, 
THINK ABOUT WHAT WE SAID.... YOU;CAN'T JUDGE A BOOK BY ITS COVER _ tsa 
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EUROPA SEMINAR 
AT CANCON - 25 JANUARY 1986 


Some of the most interesting features of any 
convention are those activities which might 
be described as ‘for cognoscente only’. Can- 
Con '86 had its share; the seminar on the fut- 
ure directions of the GDW Europa series of 
boardgames was unforiunately one of the least 
well-attended. 


Well-known Melbourne gamer John Lawton 
took the chair and introduced Jack Greene, 
founder and leading light of Quarterdeck 
Games; Ian Trout, who owns Napoleon's 
Bookshop in Sydney and a leading Sydney 
gamer; and Russell Wynne, publisher of an 
Australian Europa newsletter and one of 
Melbourne's best-known gamers. 


The following is not a transcript, but is taken 
from notes made at the time. Some licence 
has been taken with what was said for space 
reasons and to put comments in context. 


JG/ There are three different American mag- 
azines which deal wholly or mainly with 
Europa: ETO by Bill Stone; Nuts and 
Bolts, by Gary Stagliano; and the Europa 
Newsletter by Ken Foranow. In addition 
there's The Grenadier, founded by GDW but 
now published by Jeffrey Tibbetts, which 
contains a great deal of Europa-related mat- 
erial. I think ETO is the best, while Nuts and 
Bolts is lagging behind the others at present. 


Regarding the Fall of France game no-one 
should make a drunken bet! The Allies can 
win - but you have to attack. It is extremely 
difficult for the Germans to re-create a blizt- 
rieg because the Europa system _ generally 
favors the strategic defence. This is partly a 
factor of the unrestricted intelligence avail- 
able, which makes surprise attacks imposs- 
ible, and partly due to the difficulty of 
adequately representing fairly command 
control and doctrinal problems and advant- 
ages. Europa unit strengths generally reflect 
Tables of Ordnance and Equipment and do not 
reflect subjective judgements about doctrine. 

Some general points... 3W (World Wide 
Wargames) is going to publish the East Africa 
campaign gamette by Mike Benninghof which 
GDW looked at but eventually decided not to 
publish. Torch has been recently published... 


[Jack then talked a bit about recent Europa 
history in the States.] 


The chairman then introduced Ian Trout. 


IT/ I agree Europa favors the strategic def- 
ence, although my major experience is with 
Drang Nach Osten and Fire in the East. Of all 
the other Europa games I've played Narvik the 


most; the others may be reasonable simu- 
lations but they're not much fun to play for 
the Allied player. 

[Ian said more, but space, a failing memory 


and incomplete notes intervene. The chairman 
then introduced Russell Wynne.] 


RW/ First, some news. The Grenadier mag- 
azine is now distributed by Ventura. The 
Grenadier#27 has a GDW-approved Spanish 
Civil War variant, some suggestions for org- 
anising a PBM FITE game (which I'm think- 
ing of running) and rules for combining Torch 
with Western Desert and The Near East. 


John Astell agrees the Germans cant win FITE 
with the present victory conditions, barring 
completely stupid Soviet play, and is examin- 
ing a number of suggestions for making the 
game more balanced. Some already have 
official sanction. [See earlier Breakouts for 
information -Ed] It appears likely Scorched 
Earth will be published in September 1986. 

One of the big things I'm trying to find out 
here is: has anyone seen a game of Their 
Finest Hour in which the Germans won by 
conquering Bnitain?... and also has anyone 
seen a game of FITE which was won by the 
Germans in game terms? 


Torch includes a Desert War rulebook which 
assumes the game is played in combination 
with at least Western Desert. A separate supp- 
lement (in the game) will enable buyers to 
play Torch alone. Some of the mules mods 
introduced include not permitting rail move- 
ment into or out of an enemy Zone of Control 
(ZOC); rail breaks will cost 3MP and com- 
bat/motorised units will not be permitted to 
break rail in the exploitation phase. Some of 
the units players can look forward to using 
include: B-24 bombers with such a large 
Strategic bombing factor they can't miss; a 
range of American fighters; and US ground 
units for the first time. 


JG/ The Grenadier #26 has a marvellous 
article for FITE which extensively revises the 
original Orders of Battle and makes a number 
of other improvements and suggests a major 
alternative to the infamous Dutch surrender 
tule in Fall of France. 


IT/ ...Getting back to Russell's question about 
TFH, I've certainly seen a game of TFH in 
which the Germans won. I think there's a 
substantial chance of German victory if the 
Germans can invade early. It's not easy, but 
I've seen it done. The invasion should begin 
on Game Turn 1 or 2. and continue as long as 
physically possible. 

..FITE's treatment of Army Group South's 
..continued on page 45 
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Left to right: Russ Wynne, John Lawton and Jack Greene. ‘The trophy is the Pacific 


Challenge 


Trophy which was contested by Jack Greene and lan Trout the week after the 


Canberra Convention. The game was Fall of France and lan (Germans) was victorious. 


GURPS AT CANCON 


The first GURPS competition in Australia was 
an incredible success. As an unknown game, I 
was anticipating a low attendance on its first 
introduction to the public. I was pleasantly 
surprised to find out how good the response 
from players was. 


For a full explanation of the system you 
should read the forthcoming review article in 
Breakout. For now suffice it to say that 
GURPS is a modular system that will enable 
role-players to range over the full scope of 
their imagination - from medieval fantasy to 
space opera and everything between -without 
needing several different games and rules. 


The first module, Man-to-Man, covers 
personal combat up to the time of gunpowder 
and was the players’ rules system. It is 
exemplary in that combat becomes a tactical 
challenge and no longer does the "biggest 
sword equals best fighter" formula hold true. 
With Man-to-Man the thinking fighter has 
his reward. 


The competition at Canberra was arranged in 
two sections, campaign and arena. 


Orcslayer, the first supplement for Man-to- 
Man was used for the campaign and proved to 
be the ideal way to teach players the rules, as 
they became squires penetrating hostile lands 
to retrieve their Lord's kidnapped daughter. 
Exposed to fighting without armour, team- 


work was quickly fostered. Exposed to 
situations such as_ castle defence, forest 
skirmishes and desert ambushes, different 


combat tactics were called for and used to 
good effect. 


Players learnt from their mistakes very 
quickly, such as the two squires who attacked 
at the same time (to no effect, I might add 
since their blows were parried). Since their 
heavy weapons meeded a tur to be hauled 
back into position they then found their 
opponent (who was armed with a lighter 
weapon) could attack while they were unready. 
Result, one player had his weapon arm made 
useless and the second player, when attacking 
during the next phase, broke his foot while 
kicking and fell into a gully! But most 
mistakes were learnt from very quickly. 


I would like to take this opportunity to comp- 
liment the players for their maturity, their 
swift comprehension and their enthusiasm for 
the system. It is rare to find players of such 
calibre and I am proud to have introduced 
them to a fine game. 


The second part of the competition, the arena, 
gave players a chance to design their own 
warriors and take them into an arena knockout 
contest of skills. By this stage, players no 
longer needed supervision as their quick under- 
Standing of the mules and their own 
enthusiasm had taken over. 


The first round saw two teams of two set 
against each other. Players fenced and parried, 
dodged and blocked, feinted and attacked in 
swift and skilful moves. Those who were left 
Standing victorious at the end of the round 
went on to fight alone against a_ single 
Opponent in round two and so on. Finally 
there were six finalists. 


Walking through a clearing in the woods the 
Six saw each other simultaneously, weighing 
up their opponents’ equipment and aware that 
only one would leave the glade on his feet, 
they moved to the attack. Spectators were 
treated to a fearsome display of fine “warrior- 
ship" in a combat combining great skill and 
daring. Surprisingly, the fighter who stood 
alone on the small bridge in the centre of the 
piece was able to tum his exposed position to 
his advantage and emerged at the end as the 
first GURPS arena champion of Australia. 


Which bring us to the Roll of Honour. 
...continued on page 45 
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CANCON'86 MINIATURES 


The Canberra ‘86 Miniatures Tournaments 
were extremely popular and from the view of 
someone outside the actual contest appeared 
to run very smoothly. There were 10 diff- 
erent events in all but due to lack of numbers 
the Second World War tournament was reduced 
to a series of demonstration games, a fact 
which didn't appear to reduce the amount of 
pleasure the players derived from the games. 
Other demonstration games included a large 
25mm Napolenic battle set in Russia about 
the time of Borodino, a 5mm recreation of 
Aspern - Essling between French and Austrian 
Corps and a modem (Third World War) 
armoured battle set in West Germany. 

The Horse and Musket section was divided 
this year into two parts, a traditional one-on- 
one series of contests and a large campaign 
game fought out by two teams over the three 
days of the convention. For brief details see 
Tony Oliver's article on this page. Tony will 
write a much fuller description of the entire 
concept for the September Breakout. 

One of the most spectacular sights at any 
convention has to be your first glimpse of 
the main miniatures gaming area and this 
year at Canberra was no exception. 


Nearly 100 tables were set up in the gymn- 
asium of the college in an awe inspiring 
array of wargaming. In fact there were so 
many gamers that the Horse and Musket and 
various demonstration games had to be acco- 
modated elsewhere in the college. It was par- 
ticularly pleasing to see the number of female 
competitors is increasing, although they are 
still greatly out numbered by the male 
competitors. 

The main ancient and medieval contests were 
organised by Phil Clarke with the able assis- 
tance of a dedicated band of umpires and ref- 
erees and basically used a modified Swiss 
Chess System based on player ratings to 
make the various draws. The smooth effiency 
with which the whole show ran_ speaks 
volumes for the amount of work and planning 
carried out by Phil and his helpers. 

In fact my only minor complaint for the 
whole tournament was the awards ceromony 
which seemed to be excessively long winded 
when everyone was trying to pack up and 
head of home. It is the one area of the Con- 
vention which I feel could stand a bit of 
improvement. 

If the following results of the individual 
tournaments are incomplete I apologise but 
unfortunately I did not obtain an official 
prize winners list from the organisers this 
year, (my own fault not the organisers). 
Ancients & Medieval Results. 


Club Prize: First was the Mulgrave Immortals 
from Melboume with second place going to 
the ‘A’ team from the Spartans Association of 
Sydney and in third place, although they did 
not actually win a prize The Barbanans Club 
also of Sydney. 

Mayhem Prize: Awarded for the most horrific 
battle result went to James Hartley's Azetic 
army for a massive 481 point slaughter. 

Most Improved Gamer: this award went 
Dwayne Yates. 

Best Female Gamer: was awarded to Leanne 
Reynolds. 

Individual Tournament Awards 

25mm Ancients: First Murray Comwall, 
second Stuart Ruthven, (this was a 
particularly close contest with first place 
having to be decided by a count back) and 
third Gary wells. 

25mm Medieval: First was Russell Patton 
who was over from New Zealnd, second Neil 
Hammond and third Michael Jones. 

15mm Ancients: First Bruce Poon, who was 
also awarded the Conquerors Sheild, Bruce 


re 


Leanne Reynolds, best female gamer 1986 


must just about have a mortage on the shield 
by now, second Hugh Tollhurst and _ third 
Mark Robbins. 

15mm Medieval: First Nigel Christie, second 
Brett Eichman and third Richard Cornwall. 

Pike and Shot: First Ian Lindsay, second Luke 
Taper and third John McQualter. For a more 
detailed description of the Pike and Shot see 
Roger Lee's report elsewhere in the 
convention report. 

25mm Horse and Musket: the results of the 
individual tournament were, first Brett Kvisle 
(7159pts), second Bob Butler (6677pts) and 


third John Richards (6455pts). The 
encouragement award went to Phillip 
Stamatellis. 


In conclussion, the Caberra '86 Miniatures 
was a highly interesting, entertaining and ex- 
citing event and in that sense everyone who 
participated can rate themselves a winner. All 
credit to the organisers, sponsers, referees and 


the gamers. 
Paul Trunoff 


HORSE AND MUSKET 


The Horse and Musket section of the Can Con 
was not as well attended as last year with 10 
fewer people but many new faces. 


The competition had a special section this 
year for campaign enthusiasts, run by David 
Williamson. Players were divided into teams 
of three. Each player started with an identical 
‘ducal’ army [identical in points and capab- 
ilities but visually a delight! -Ea]. The Satur- 
day games were similar to standard comp- 
etilion games with one player versus another. 
However casualties were carried forward 


PIKE AND SHOT 


The Pike and Shot competition at this year's 
CANCON was once again one of the smallest 
of the miniatures competitions, with 14 
participants (a 40% increase on last year!) 
Competitors came primarily from Newcastle 
and Canberra, with ring-ins from Sydney. 
Everyone quickly got to know each other and 
the event was characterised by determined 
efforts by everyone to enjoy themselves. 
Player standard ranged from complete novice 
to seasoned campaigner. 


The competition was based on WRG mules and 
lists, with 1750 point armies and fixed 
terrain. Although the large army size worked 
well enough, the comp next year will be 
restricted to 1500 pts, in common with the 
trend. Rule amendments were minimised and 
did not become contentious, for which the 
umpire is profoundly grateful. While using a 
modified Swiss Chess system to determine the 
winner, the small number of competitors 
meant that most met at some point during the 
weekend. 


The type and composition of armies came as a 
surprise, with very few later armies and a 
numer of Middle Easter/Indian types. The 
painting standards varied from competent to 
outstanding. 


The Newcastle contingent swept the comp- 
etition, with Ian Lindsay taking first place 
with his Ottomans, Luke Taper second with 
his Spanish and John McQualter's Scots being 
a slow-starting third. Mark Bailey, who lost 
third place on a countback, won the Havoc 
Award for the destruction of a Spanish tercio. 


A 15mm comp may be added next year. For 
more information contact Roger Lee at PO 
Box 799, Civic Square, Canberra ACT 2608. 


Roger Lee 


next round of games, where players swapped 
commands (within the same team). On Sunday 
the three players on each team combined their 
ragged armies... 


The Monday games were the retreats. 


This project was highly successful and will be 
used for the competition games next year in 
Canberra. However it is likely the existing 
rules will be swapped for Empire 3. A full 
explanation of how to run such a competition 


is available from CWS. Additional infor- 
mation will be published in Breakout. 
Tony Oliver. 


AMEDLAUR - DAY OF MISTS 


AMEDLAUR - Day of Mists 
by Garth Nix 


This adventure concerns a party of chivalrous 
adventurers aiding a disinherited damsel - the 
Lady Alicia) Ouselwade. Her ancestral 
home, Ousel Hall, has been taken over by 
vile creatures, and all her family and faithful 
retainers slain. Fleeing with only her silver 
ring and a ruby necklace, she now seeks her 
revenge... 


The Map - Explanatory Notes 


The letter codes within the Wood 
refer to the following locations: 


A- The Great Midsummer Clearing 
B- The Lightning Tree 

C- The Holystone 

D- Harn Ghyll Force 

E- Blackstand Hill 

F- Garm's Steading 

G- Rydding Gorge 


Referee's Briefing 


This scenario is designed for a campaign back- 
ground that has little typical D&D magic (the 
‘technological magic’ style) and consequent- 
ly, has very few magic-users. The adventure 
would probably be more enjoyable if this is 
taken into account, and the party consists of 
fighters/rangers, clerics/druids, and_ thieves. 
They should have little or no magic (includ- 
ing weapons), but silvered swords are strong- 
ly recommended. AD&D rules punsts should 
also. stop reading here—this scenario is 
designed to create a particular fantasy atmo- 
Sphere, rather than a tactical ‘rule-fest'—so 
some monsters etc. won't behave ‘by the 
book’. 

The adventure is designed for a party of 4-6 
adventurers of levels 2-4, however, read it 
first, to make sure that you don't need to 
change anything for your particular group of 
players. 


All monster statistics are given as: Number, 
Name, Armour Class (AC), Movement Rate(’), 


Wade Hills 
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Hit Dice, Attacks, Size. 


Blocks of italicized text should be read to the 
players. 


The Scene 


Ousel Hall has been taken over by Mistress 
Irrilayne, who advertises herself as a ‘Maker 
of Diabolical Puppets.’ With the aid of her 
henchmen (and the diabolical puppets), she 
has placed herself as the owner of Ousel Hall 
and ruler of The Wade. 

The players (with Lady Alicia's help), must 
retake Ousel Hall, and drive Mistress Irrilayne 
from the area—or slay her. Unfortunately, 
their task is complicated by the fact that 
Mistress Irnlayne has let Ouselwade Wood 
become overrun with all sorts of foul 
creatures. The players must make their way 
through this before they even come within 
striking distance of Ousel Hall, on the twin 
peaks of Ousel Crag. 


AMEDLAUR- DAY OF MISTS 


Players' Briefing 
(This takes place in any inn or tavern.) 


As you are about to leave, an old lady 
emerges from a closed booth, and_ shuffles 
over to your table. She appears to be about a 
hundred years old, and so bent over she barely 


reaches the table-top. 


“Greetings, noble sirs,” she stutters, reveal- 
ing broken, blackened teeth. “Correct me if I 
am mistaken, but I perceive you are gentle- 


” 


men. 


(Whether the players agree or not, she will 
continue.) 


“Oh good,” she mumbles. “Then you will ass- 
ist an old lady in distress. | knew you would!” 
Spitting slightly with all the excitement, the 
old lady grabs (the biggest fighter) by the 
arm, exclaiming: “You'll help an old lady, 
won't you dearie?” 

She leads (the fighter) back to the closed 
booth, stopping every two or three feet to 
regain her breath, and to urge the others to 
follow. 

Once inside the closed booth, she carefully 
closes the curtain, and Straightens up, throw- 
ing off a matted wig—to reveal a young 
woman, with long brown hair and fine 
features. 


She introduces herself as the Lady Alicia 
Ouselwade, and explains her problem—that 
her ancestral home and lands have been over- 
taken by the mysterious Mistress Irrilayne 
and her vile henchmen. 

Lady Alicia wishes to hire the party to recap- 
ture Ousel Hall and slay/capture Mistress 
Imilayne. She offers the players 100 gold 
bezants (g.p) each as a faith hiring, with 
another 200 bezants to follow upon the 
success of the expedition. 


If the players want more, she will regretfully 
let them go, as she only has money just 
enough to hire them (from the sale of her 
ruby necklace). 

If they agree, she will outline the following 
plan: 

“We will travel secretly to Ousel Crag, 
arriving there by nightfall on the day before 
Amedlaur ‘The Day of Mist’. This is a day 
when a strange mist rises from Ousel Tarn, to 
cover the whole Crag, and the twin peaks 
which Ousel Hall straddles. We will climb the 
Crag under cover of the mist—and then 
attack.” 


If questioned, Lady Alicia will reveal the 

following: 

a. The party has to first get through Ousel 
wood, across the Wade Hills and over 
Ousel Tarn. 

b. The wood is full of awful creatures, the 
Hills are patrolled, and the Tarn is both 
incredibly deep and dangerous. 


c. The reason there will be no sentries 

about during Amedlaur is that anyone 

who has ever gone out into the Mist 

didn't come back. 
Lady Alicia will be going with the party as a 
guide and advisor—though she expects the 
party to take care of any dangerous situations. 


Lady Alicia Ouselwade (0 Level Human) 

St:11 Int:13 Wis:12 Dex:12 Con:16 Ch:12 O—Level 
Human HTK: 6 

Ring of Warmth 

Short Sword 

Dag ger 

Lady Alicia has considerable acting ability, 
and has a number of wigs, jars of face-paint 
and simple costumes. She can disguise herself 
as an old woman or man, and can imitate 
voices and regional accents. 


The Journey 
The players have five days to reach Ousel 
Crag. They set out on a Monday morning (the 
first day of the New Moon), and Amedlaur is 
on the Saturday. Friday night is the last night 
of the New Moon, as Saturday night's moon 
is into the First Quarter. 


The players should proceed as follows: 

Monday Night - Into the Wood (the initial 
path is only visible under moonlight). 

Tuesday - In the Wood. 

Wednesday - In the Wood. 

Thursday - Across the Wade Hills. 

Friday - Across the Wade Hills. 

Friday Night - Hide by the Tarn. 

Saturday - Amedlaur, and the assault upon the 
Hall. 


OUSELWADE WOOD 


Ouselwade Wood is the northern spur of a 
great forest. Once light and airy, with many 
paths and clearings, the forest was patrolled 
by verderers of the Lords Ouselwade. 

Now, the wood is dark and _ overgrown. 
Ancient oaks crowd together, their branches 
intertwining to block out the light. Where the 
river trickles through deep pools, the willows 
swarm, roots weaving into long, intricate 
fences on the riverbank. 

In this dark, green-lit world, strange beasts 
lurk, awaiting full dark and their hunting 
lime... 


Paths 
There are a number of paths through the 
forest. Which path(s) the party takes will 
affect the creatures/events which they will 
encounter. 
1— Flat-Top Tree to Harn Ghyll Force via 
The Great Midsummer Cleanng 
2— Flat-Top Tree to Blackstand Hill via The 
Great Midsummer Clearing 
3— Flat-Top Tree to Garm's Steading via The 
Lightning Tree 
4— Flat-Top Tree to Rydding Gorge via The 
Lightning Tree 
5— Flat-Top Tree to Harn Ghyll Force via 
the Holystone 
6— Flat-Top Tree to Blackstand Hill via The 


Holystone 

7— Flat-Top Tree to Garm's Stead via The 
Holystone 

8— Flat-Top Tree to Rydding Gorge via The 
Holystone 


Path Encounters 
The following encounter table may be used for 
all paths. Note that there are specific descrip- 
tions/encounters at each of the Way Points 
(e.g. The Lightning Tree). 
1) Wild Boars, charging down the path. If 
the party leaves the path, there is a good 
chance of getting lost. 
3 Boars, AC:7, 15", HD: 3+3, AT: 3-12,M 
2) Hobgoblin Hunting Party. These Hobgob- 
lins are stealthily creeping along the 
path, in search of edible prey. 
10 Hobgoblins, AC:5, 9", HD:1+1, AT: By 
weapon, M 
6 have boar spears, 4 have nets. All have scimit- 
ars. 
3) Hill Giant. Begran the Hill Giant has 
been lost in the forest for the last three 
days, and is hoping to find his way 
out—he may even forgo his appetite for 
human flesh in return for guidance. 
1 Hill Giant, AC:4, 12", HD: 8+1-2, AT:2-16 
+Thrown rocks, L 
4) The path crosses a Xvart Hole. It is 10' 
wide and badly camouflaged. If anyone 
disturbs it, 40 Xvarts will stream forth 
5—10 minutes later. 
40 Xvarts, AC:7, 6", HD:1-1, AT:2-5, S 


5) Giant Weasel. 
AC: 6, HD:3+3, AT:2-12+Blood Drain, M 
6) Wolves. Initially heard baying in the 
distance, in various directions. Will 
begin to converge on the party from 3 
or more directions at once. 
12 Wolves, AC:7, 18", HD:2+2, AT: 2~5,S 
7)  Bugbears. Two bugbears building a trap- 
pit in the middle of the path. 
4 Bugbears, AC:5, 9", HD:3+1. AT:2-8, 
Surpnse 1-3, M 
8) Brown Bear. 
2 Brown Bears, AC:6, 12", HD:5+5, 
AT: 1-6/1-6/1-8, Hugs 2-12, L 


Additional Night Encounters 

1)  Baying of an enormous wolf (actually a 
werewolf). Silver-bristled and slavering, 
it will pursue the party. If they take up a 
defensible position, the werewolf may 
retreat into the darkness, change into a 
man, and shout for help. 

Werewolf, AC:5, 18", HD:4+3, AT:2-8 
Surprise 1-3, Silver/Magic wpn. to hit, M 

2) Two Kech out hunting. Will attack 
characters on watch. 

Kech, AC:4, 15, HD:5, AT:2-5/2-5/1-6, 
Surprise 5 in 6, Camouflage. 

3) Four Skeletons, croaking for their lost 
fingerbones. If they slay an opponent, 
all will converge to chop off fingers, 
hoping to find replacements that fit... 
Skeletons, AC:7, 12", HD:1, AT:1-6, 1/2 dam 
from edged wpns, M 

4) 8 Goblins, 4 Worgs en-route to join a 
war party gathering at The Great 
Midsummer Cleanng. 

Worg, AC:6, 18", HD:4+4, AT:2-8, L 
Goblins, AC:6, 6", HD:1-7pts, AT: 1-6 or wpn, S 


SPECIFIC LOCATIONS 


Flat-Top Tree 

Just outside the wood, a single vast oak 
grows on the moor. Flat-topped, its branches 
spread sideways for over sixty feet, making a 
dry refuge for travellers caught out upon the 
moor. A spring bubbles out from amidst tts 
roots, the water disappearing down between 
two moss-covered rocks. 


No tracks lead from the Tree, and the Wood 
below appears harsh and_ impenetrable. 
However, Lady Alicia informs the party that 
when the New moon shines, the tree casts a 
long shadow, marking out the beginning of 
the Old Straight Track. 


1. The Tree 

No encounters. 10% chance of catching a 
slight glimpse of an antlered man higher up 
on the moor. If there is silence under the 
Tree, Elves/Dmuids will be able to hear unde- 
cipherable speech in the foliage above - but 
there is nothing/no-one there. 

2. The Old Straight Track 

The track is bordered by the tree's shadow, 
and is clearly visible in the moonlight. When 
on the Old Straight Track, all Druidic magic is 
at +50% effectiveness and all Neutral/Neutral 
players feel slightly wild and euphoric, as if 
they were at a festival. Those of other 
alignments feel uneasy, as if there is some 
presence with them on the track. 


The Great Midsummer Clearing 
Lady Alicia speaks: “Only a few years ago, 
the folk all around gathered here for their 
Spring revels, dancing and singing around 
vast bonfires, which trailed sparks up into the 
clear sky. We drank spiced wine, laced with 
honey, and Old Leochal played as we jumped 
across the dying embers...” 


Traces still remain of these happy festivals; a 
blackened stone, or pottery vessel still 
fainted with blackberry wine. But the clearing 
has grown smaller, the forest reclaiming us 
losses, and the open land now only spans a 


hundred feet. Beyond, grasses and dandelions 
give way to brooding oaks and spikey bushes. 

1. The Clearing 

If the players stay in the Clearing for more 
than 5 minutes, they will hear a crashing fur- 
ther out in the trees, as if something large 


was breaking through the dense foliage 
towards them. It will remain out of sight, 
shrouded in the trees, till it 1s only several 
feet away. 
Giant Boar, AC:6, 12”, HD:7, AT:3-18, L 

B. Night 
Once the sun has gone down, goblins and 
worgs will begin to arrive at the Clearing, in 
groups of four to eight, till there are 40 wargs 
and 80 goblins. Each of these groups carry a 
number of torches, and can be seen and heard 
some distance away—giving at least ten 
minutes warning of their approach. 
Worg, AC:6, 18", H1D:4+4, AT:2-8, L 
Goblins, AC:6, 6", FID:1—7pts, AT: 1-6 or wpn, S 


Blackstand Hill 


No trees grow here—the hill is bare, save for 
thistle patches and spike-bushes. It marks the 
end of the forest, rising up above it in barren 
splendour. 


On the crest of the hill, a_ black obelisk 
records the last stand of Aylmer Black, a 
Master Smith of the Wade. The stone reads: 


“Caught alone by orcs, Aylmer Black fought to this 
hilltop, iron-shod staff against orcish scimitars. 
Here, he put his back to a rough black stone that 
stood there, and fought to the end. |, Hernwyre the 
Mason, shaped that stone to what you read today.” 


The wind always blows on Blackstand Hill, of 
it is listened to, faint cries of battle can be 
heard—the crash of steel, orcish cries, and 
perhaps the bellowing of a mighty Smith... 


1. Blackstand Hill 
No encounter in daylight. 

B. Night 
Hemwyre the Mason was not the only person 
to remember Black's stand—the Rafanc orcs 
remembered it well, and passed on_ their 
memories to their descendants, till the story 
was lost in cormpt legend. Now, the orcs 
come to Blackstand Hill to have their most 
gory celebrations. 
15 Orcs, AC:6, 9", HD:1, AT: By wpn., M 
1 Dead male villager. 


Garm's Steading 

Just out of the Wood, and past ils green 
shadow, stands a blackened, burnt-out house. 
Once a wooden hall, it is long deserted. 
Creepers grow up around the surviving 
timbers, and birds are nesting in the chimney. 
Lady Alicia speaks: “Garm's Steading, this 
place was called, when Garm settled here over 
forty years ago. A fell warrior, he had no fear 
of the forest creatures—in fact, he took great 
delight in hunting them. But Garm eventually 
died, in bed, and his sons had no iaste for 
farming. Another family came, but they did 
not have Garm and his eight sons. The forest 
creatures killed them all.” 


A little past the house, eight low cairns mark 
burial sites. One is of huge blocks of stone, 
with a ‘G’ rune carved into the keystone. The 
other seven are loosely made, of small 
stones, many of which have been scattered 
about, as if something had dug them open... 
1. Garm's Steading 
2—8 Wolves 
Wolves, AC:7, 18", HD:2+2, AT: 2-5, S 

B. Night 
A Wight will emerge from one of the scattered 
caims, and creep about in the darkness. It will 
first try to make the party rebuild the cairns 
(with large rocks). If they refuse, or fail to 
complete the task before dawn, it will attack. 
Wight, AC:5, 12", HD:4+3, AT:1—4 + Energy drain, 
Silver or magic to hit, M 
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Rydding Gorge 
To the south, the forest slopes down, the 
ground becoming rocky and damp. The under- 
growth begins to thin, and rock walls climb 
as the forest floor slopes down—towards the 
shadowed cutting that is the gorge. 
Rydding Gorge is deep, but not long, opening 
out only a few hundred yards later, climbing 
up steep limestone steps as wide as the gorge 
itself. Once on the last step, the walls come 
together, making a natural gateway to the 
open lands beyond. 


1. Rydding Gorge 
A Bandit Leader has established a toll-gate at 
the head of the Gorge. All those who wish to 
pass (and the bandits aren't afraid of) must 
pay 10 gold bezants per person. If the party 
does pay, and has evidence of having more 
money, the bandits will attack anyway. 

B. Night 
The Bandits camp on the open land just 
beyond the gateway, and leave a thin line 
with bells across the top step, to warn their 
sentries if anyone approaches. They are much 
more wary and nervous at night. 
10 Bandits, AC: 7, 12", HD:1-6pts, AT: Lt. Crossbow 
10 Bandits, AC:6, 12", HD:1-6pts, AT: Sword 
The bandits are led by a 3rd level Fighter, 
AC:4, HD: 3d10, AT: Sword 
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Harn Ghyll Force 


The forest grows lighter near its western edge; 
birds and small animals appear, as if less 
fearful, where the yellow sunlight falls. 


One of the Wood's many rivers flows by here, 
picking up speed as i frees itself from the 
stagnant pools of the interior. It begins to 
cut a channel downwards, over the grey rocks, 
rushing to escape the choking willows. 


The ground drops here too, in a Series of 
rocky terraces, over which the river flows in a 
series of cascades. Green, stagnant water hits 
the first cascade, to emerge clear and cleansed 
a hundred feet below. 


1. Harn Ghyll Force 

A raiding party of Gnolls is resupplying with 
water at the pool below the last cascade. Most 
are filling waterskins, but there are two sen- 
tries there, and another two stand on the top 
cascade. 

10 Gnolls, AC:5, 9", HD:2, AT:2-8 or wpn, L 


B. Night 


A herd of wild pigs are drinking at the pool. 
There are four Boars, eight Sows, and numer- 
ous young. Consequently both boars and sows 
are wary and likely to be very vicious. 

S$ Wild Boars, AC:7, 15", HD: 3+3, AT: 3-12, M 
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The Lightning Tree 

In the darkest centre of the wood, a blackened 
clearing resists every effort made by the trees 
to reclaim tt. Deep black ash drifts around the 
single tree in the middle—a tree riven from 
crown to root, and charred beyond recog- 
nition. The two halves lean crazily apart, 
each marking the beginning of a path— 
though this might well be merely coincid- 
ence... 

1. The Lightning Tree 

No encounter in daylight. 

B. Night 


When the moon rises, a man suddenly ap- 
pears in a shaft of moonlight, and stands as if 
speaking to someone. He says: ‘Moon-rise 
has come too soon. They will use the light to 
come again. We must turn back. Back! Back! 
Tenrame, Otherle, stand by me. We will hold 
them, at least for a time...’ 


Other voices are heard answering, and in the 
distance, there are shouts and yells, and the 
clash of weapons and armour. Then, a great 
host of orcs appear charging down towards 
the party and the Lightning Tree. The man 
who first appeared stands forward, and draws a 
sword, while two others step out to stand next 
to him. Just as the orcs charge, the man turns 
to the party and says: You stand with us? 
Then perhaps we may yet hold the field...’ 


If the party run, they will be unable to stop 
until they are completely exhausted, and cert- 
ainly separated from each other. However, 
they are not pursued, as the orcs etc. are not 
strictly real, even in the moonlight. 


If the party stands and fights however, every- 
thing will seem quite real, even if they 
attempt to disbelieve the illusion. 

80 Orcs AC:6, 9", HD:1, AT: By wpn., M 

When the orcs look like overrunning the def- 
enders, the three ‘moonlight’ men will sudden- 
ly withdraw from combat, and clash their 
swords together, all shouting a word of mag- 
ic. A great bolt of lightning will strike from 
the sky, blinding all the players for several 
seconds. When they recover, there will be no 
sign of the orcs, the three defenders, or any 
wounds suffered in the encounter—but the 
Lightning Tree will be smoking slightly... 


The Holystone 
In the middle of the wood, the straggling path 
once again joins the Old Straight Track (see 
previously). Only fifty yards further on, the 
track meets a single grassy hillock, on which 
stands an ancient stone. It lies on the crest of 
the hillock—a_ greyish, weatherbeaten slab, 
carved with fading runes. A Slight depression 
in the centre of the stone is always filled with 
dew, no matter what the time of day. 
A little past the stone, a musshapen statue 
stands watch down the track. Eroded by time 
and weather, it is still recognizable as a long- 
bearded man, with hooded eyes—his hands 
clutching what might be a sickle... 


1. The Holystone 
No encounter in daylight. However, horses/ 
dogs/cats etc. will be uneasy, and humans will 
feel the hair on the backs of their necks 
rising. 

B. Night 
When the New Moon rises, and the light falls 
upon the Holystone, it suddenly speaks aloud, 
shouting: TDWYR CALLACH  ERNOS 
ALLENE'"’. 


A druid or character who can speak Dryad, 
Satyr or Nixie can roughly translate this as: 
‘None shall pass under the New Moon’. 

If the party wait for the moon to set, and then 
go on, all will be well. If they move off the 
hillock, under the moonlight, the Holystone 
will shout again - a single word: ‘'Gergach!' 

This may be roughly translated as someone's/ 
something's name. 


Upon this call, the statue (further down the 
hill) will animate, becoming a form of Stone 
Guardian. However, it attacks with its scythe, 
which does 1-12 points damage. It also has 
limited intelligence, and after the Ist melee 
round, will begin to call for others, each call 
ending with the name '‘Gergach,’ to which 
there will be answering calls in the forest, 
Every eight melee rounds after this, another 
Stone Guardian will emerge from the forest, 
and attack. All are different sculptures - some 
have antlered heads, others appear human but 
have feathered arms - and so on. 
Stone Guardian (max. appearing:6), AC:2, 10", HD: 
4+4, AT: 2-9/2-9 
1/4 damage from edged weapons, nil damage from 
normal missiles. Special defences against spells. 
However, all share one  characteristic—they 
are only animated when the moon is shining. 
If it goes behind a cloud, they become statues 
again, till the moon emerges. Check every 
melee round: 
1-4 Moonshining clearly. 
5 Moon half-shadowed by cloud. 

All Stone Guardians attack at 1/2 dam- age. 

+1 to next die roll for moon change. 
6 Moon completely shadowed. 

All Stone Guardians become statues. 

+2 to next roll for moon change. 


The Wade Hills 
Once outside the forest, the hills rise up, 
above the meadows and pasture of the Wade 
villages. The hills are bleak mounds, rocky 
and without life, save for the thorn bushes 
that grow in patches on the leeward slopes. 
Many of the hills are crowned with tumbled 
rocks, the relics of long forgotten builders, or 
perhaps the haphazard work of Nature. 
Lady Alicia speaks: We must keep to the 
hills—despite the chance of being seen. The 
fields that lie below them are tended by my 
people, but too many are afraid of this 
‘Mistress Irrilayne’. They would inform the 

ee 

patrols of our presence... with unpleasant 
results. There will be patrols in the hills also, 
and perhaps goatherds—but I am sure we will 
evade them.’ 


The Wade Hills - Encounters 

There are no set encounters in the Wade Hills. 
However, there is the chance of an encounter, 
depending on how careful the party is. Con- 
sult the following table. 

Wade Hills Encounter Table 

There is a basic 15% chance of some encount- 
er. If the players do not take the necessary 
precautions the chance is increased. Add 5% 
for each of the following: 


a. If the players talk among themselves 
normally and often; 
b. If no attempt is made to dull bnght arm- 
our or other metal; 
c. If no attempt is made to muffle rattles, 
clanking, or other significant noise; 
d. If the players do not keep a watch both 
to the front, flanks, rear and above; 
e. If the players dont try and follow natural 
lines of camouflage; 
f. If the players don't hide cook fires, 
smoke, or campsites, and; 
g. If the players show a light or flash of 
4 — light at night. 
Roll for an encounter every six hours, day and 
night. If an encounter is indicated, choose an 
appropriate one from the following list. De- 
pending on the referee's judgement, encount- 
ers may be at any range from a distant 
sighting to a surprise situation. 
1. A Patrol of Hobgoblins 
These Hobgoblins bear the Silver Wand emb- 
lem of Mistress Irrilayne. They are on a reg- 
ular patrol throught the Wade Hills, with 
orders to kill anyone who has no business 
there (i.e. everyone except goatherds and far- 
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mers travelling between villages on _legit- 
imate business). The Hobgoblin leader is 
called Araghul. His twin brother, Garaghul, is 
the second-in-command. When fighting 
against the same opponent, the twins gain +1 
to hit because of their perfect teamwork. 

12 Hobgoblins, AC°S, 9", HD:1+1, AT:By wpn.,M 
Araghul and Garaghul, AC:5, 9", HD: 1+1, HTK: 16, 
AT: By wpn., M 

All the hobgoblins are armed with flails, 
which have death-whistles in the heads, so 
they shriek as they are swung. 

If Araghul and his brother are slain, then the 
other Hobgoblins will flee—in all directions. 
If any escape, double the chance of an 
encounter in the Wade Hills. 


2. Ore Patrol : 

Again, these orcs wear the Silver Wand emb- 
lem of Mistress Irrilayne. They are on their 
way from Ousel Hall to Wade-by-Wade, the 
main village in the area, to publicly hang 
some villagers who offended Mistress 
Irrilayne. Consequently, they have an exec- 
utioner with them—a twisted man, with enorm- 
ously developed shoulders and neck, but puny 
legs. He rides a hill pony, with the Orcs 
strung out around him. They are careless, and 
not looking for anything, unlike the Hobgob- 
lins previously mentioned. 

20 Orcs, AC:6, 9", HD:1, AT; By weapon, M 

The Executioner (1st Level Fighter) 

Str 18(45) Int:10 Wis:13 Dex:5 Con:13 Ch:6 

AT: Battle-axe +str. bonus HTK: 9 

3. Crows 

Mistress Irrilayne has many crows that serve 
her. If a crow spots the party, it will come in 
for a closer look, and then fly back to tell 
Mistress Irrilayne. Lady Alicia is aware that 
the crows serve Imlayne, and will insist on 
keeping out of their sight, or slaying them if 
they come to a close. 

The crows will be especially attracted to 
reflections from bright things, e.g. armour. 


If there is a crow encounter, and the first crow 
escapes, up to 30 crows will be in the area 
within 30 minutes. If the players are in the 
open, they will watch and follow—reporting 
to Irilayne dnd patrols. Triple the chance of 
an encounter in the Wade Hills. 

Crows, AC:7, 1"/36", Hit Points:1-2, AT: 1 point, 1 in 
10 in the eye. S. 

4. Pursuers in the Night 

A patrol specially ordered out to track down 
the party and kill them. This encounter can 
only be used if Mistress Irmlayne knows the 
party is in the Wade Hills. 


This patrol will only move at night, taking 
shelter by day in the deep shadow of the 
hilltop stones. It is led by a Wight, who was 
an early recruit for Mistress Imilayne's malign 
schemes. The Wight is accompanied by 
twelve Hobgoblins, but they keep their 
distance from the Wight and are generally 
reluctant to be in its company at all. In 
melee, they will always try to keep the 
players between themselves and the Wight. 

If the New Moon is shining directly on the 
Wight, read the following: 


As the pale light of the moon appears, the 
Wight suddenly screams—a long, piercing cry 
chill as the ice-wind. The light seems to 
improve your sight; the Wight is no longer a 
thing of blackness, but a man, somehow 
etched in silver against the night. The 
creature screams again, and twists, falling to 
the ground. Feeling behind his back, u draws 
forth a thin dagger, the blade rimmed with a 
scarlet fire. 

"I will not rest,” shouts the dying monster, 
"Until all the line of Wade lie dead...” 


Then the moonlight flickers—high above, a 
cloud glides slowly across the thin crescent of 
the moon. The silver etching fades, and once 
more the Wight presses the attack...’ 


A 


If this does occur, check the Hobgoblins'’ 
morale. On a roll of 12 or better on 1d20 
they will stand, otherwise they will flee. 

12 Hobgoblins, AC:5, 9", HD:1+1, AT:By wpn.,M 

The Wight, AC:5, 12", HD: 4+3, AT: 1-4 + Energy 
Drain, Special Defences, M 


5. A Goatherd 


Goats are the only creatures that can eke out a 
living in the Wade Hills—they eat the thorn- 


Guard Post 


Three Ousels—Ousel Tarn, 


Ousel Crag and Ousel Hall 


Even from the most easterly of the Wade 
Hills, a person of clear sight can see across 
to Ousel Crag. A_ stark, grey mountain of 
gleaming shale, it thrusts up nine hundred feet 
from the black waters of Ousel Tarn. High on 
the twin peaks of the Crag, tt might be poss- 
ible to see the Hall, its yellow timbers in 
stark contrast to the drab Slate below. 


Lady Alicia speaks: "We must wait for dark- 
ness, then cross the meadows to the copse 
(Tarn Copse). We shall spend the night there 
— it is dangerous to cross the Tarn by night, 
when Strange creatures roil the upper waters. 
Tomorrow... tomorrow is Amedlaur, the Day 
of Mists. Under the cloaking vapours this 
will provide, we shall cross the Tarn. Then, 
up the Thousand steps and onto Ousel Hall 
and my revenge!” 


Crossing the Pastures to Tarn 
Copse 

At the closest point, it is 800 yards from 
West Wade Hill to Tarn Copse. However, 
camped right in the middle of the pastures, ts 
a Hobgoblin patrol. They are all gathered 
around a huge bonfire, drinking and toasting 
meat. Occasionally, one will walk 10-20 
yards away from the fire, but they are not 
patrolling and have no sentries. Two of the 
Hobgoblins have brass-bound horns slung 
over their shoulders—obviously they will 
sound these at the slightest alarm. 

12 Hobgoblins, AC:S to 10 (Random—some are 
unarmoured), 9", HD:1+1, AT:By wpn., M 

If the alarm is sounded, 2 Hobgoblin and 2 
Orcish patrols will arnve in 10-30 minutes. 
If they don't fight each other (referee's dis- 
cretion), they will start conducting a search of 
the area, using torches and lanterns. 
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bushes. The Goatherd will always be a young 
boy, who will flee with his flock at the first 
sight of strangers. If captured, he will recog- 
nize Lady Alicia from the family portraits that 
used to adorn every Wade village inn. He can 
only give the. following information: . 


a. The 1000 Steps from Tam to Hall are 
guarded at the bottom by magic. 


b. Mistress Irrilayne has increased the time 


If the Wight from Wade Hills Encounter 5 is 
still alive or unencountered, then it will arrive 
within 10-30 minutes. Under the Wight's 
direction, both orcs and hobgoblins will form 
into efficient search lines, combing back and 
forth. They will search till first light. At the 
first signs of mist nsing from the Tam, all 
will literally head for the hills. 


If the players avoid alerting the Hobgoblins, 
they may spend an unpleasant night in Tar 
Copse—a damp, moss-covered collection of 
willows and bent-over alders. There is a rowan 
tree growing in the middle—wands cut from 
this will give +1 saving throws against Mist- 
ress Irrilayne's Silver Wand. Lady Alicia will 
mention that Rowan is reputed to have 
beneficial effects against sorcery. 


The Tarn 
Ousel Tarn is in fact, a misnomer—it is far 
too deep to be called a tam, but because the 
waters are’ so black, this is not immediately 
apparent. At its deepest, the tam is 1000 feet 
deep—and it widens out into a vast under- 
ground cavern that has not been measured. 
If the players cross on any day or night other 
than Amedlaur, there is a chance of encounter- 
ing the Monster of the Tarn. This is 5% 
during the day, and 75% at night. 
The monster will sometimes play with boats, 
rather than killing people—this is at the 
referee's discretion. 
Squid, Huge Freshwater, AC:7/3, 3"/18", HD:7, AT: 9 
(1-4 x 8), 1-10 
Note that this is not a Giant Squid. It will not 
appear on Amedlaur, when Lady Alicia wants 
to cross the Tar. 
There are jetties on each side of the Tam. 
Both are of the floating variety. There is a 
dinghy at the eastern jetty - it can seat 6 on 
the thwarts, and 4 others can be squeezed in at 


villagers must work her fields to 3 days 
per week. Consequently, many folk can't 
properly work their own and may starve. 


c. All the important officials of the fief are 
ridden’ by Imilayne's puppets. He cannot 
explain - it's only what he's heard. 

6. Wild Goats 

2—4 Wild Goats, AC:8, 18", HD:1+1, AT: 2—8 (+2 if 

Charge) 


the bow and stem. Another dinghy, double 
the size, can be seen on the other side. 


Amedlaur - Up the Thousand 
Steps 

As dawn breaks, the first faint wisps of mist 
can be seen rising from the Tarn. They wind 
together, and thicken, forming a solid blank- 
et—a blanket that rises, blocking out the sun. 
Soon the mist is above‘ the tallest willow, and 
the sun ts only a faint yellow disc—then it's 
gone, and the world ts grey... totally grey. 
Dunng Amedlaur, visibility is only 20 feet, 
until the Shifting begins. 
The players will have no difficulty crossing 
the Tarn, though Lady Alicia will moment- 
arily think she's lost her sense of direction in 
the fog. Once on the other side, the Thousand 
Steps begin to climb up the grey slate of the 
Crag. Each of the steps is iron-edged, and 
close examination will reveal ancient runes 
carved into the rock. A Druid or Ranger will 
be able to tell that these are runes of warding, 
binding and obscurement, but nothing more 
specific. 
For the first. 600 steps, all will be well. At 
the 600th step, two humanoid shapes will sud- 
denly loom out of the mist. However, they are 
inanimate—statues, now totally harmless. 
Lady Alicia has never seen them before, and 
close examination will show that they are are 
still warm, and their features have been melted 
off and replaced with a single (untranslatable) 
rune. In fact, these statues were Guardians 
placed there by Mistress imlayne—but they 
have been overcome by the magic of Amedl- 
aur. 


The Shifting 
At this time, the players will begin to hear 
voices above them, and the crash of metal and 
many feet. The mists above will also clear— 


is not what the 


but the sight it reveals 
players are expecting: 


The must clears away above you, but not to 
reveal the clear light of day. Instead, a moon 
hangs overhead—a new moon,a slim crescent, 
bright and low. The Crag is different too, 
stretching up higher than it should—far 
higher than when you saw it a few scant hours 
ago. Where the Hall once was, there stands 
solid slate, and the Twin Peaks fused together. 
In their place, a single peak rises into the 
Sky. Atop it there is a turf-walled ring, its 
battlements ablaze with torches, and _ sentries 
looking down the stepped road that mounts 
the Crag. Along the road, silver-mailed warr- 
lors are herding the last of a group of travell- 
ers upwards, urging them on with shouts, and 
their goats with the flats of sword-blades. 


The travellers are almost inside, when a great 
roar sounds, further down the Crag [below the 
players]. The runes on the steps suddenly 
flash scarlet, then silver, and fade back to 
stone. The silver-mailed warriors half-turn to 
look, then push the stragglers inside, quickly 
following. The great gates clang shut, and 
there is no movement on the Step-road, save 
for a few tardy goats. 

All is silent, till the roar sounds again—and 
the steps merely spark, as if exhausted. Then, 
heavy, metal-shod footsteps begin to ring 
through the mist—climbing up the steps... 


Despite the fact that the way to the ring-fort 
seems quite clear and solid, Lady Alicia is 
certain that it is actually several hundred feet 
above the real Crag, particularly as the step 
markers still continue past the Thousand she 
knows. The players have the basic choice of 
going up to the ring-fort, or to wait for what- 
ever iS coming up the steps. 

If the players attempt to disbelieve an illu- 
sion, there will be no effect. Because they are 
out on Amedlaur, they actually do exist in a 
different realm for the duration of the day. 

If the players go up to the ring-fort, they will 
be received by the folk up there, but no-one 
will find the time to explain exactly what's 
going on. The players will be pressed into 
the defence—against The Knight of The Tarn 
(see below). In fact, they will be the only 


defenders, as the silver-mailed warriors in the 
ring-fort cannot stand against the Knight, but 
fall away from him and die at his touch or 
gaze. 


However, when the moon sets, Amedlaur in 
the normal world will be over. The mist will 
fall back towards the Tarn, and as it does, the 
ring-fort and upper reaches of the Crag will 
themselves become misty and _ insubstantial. 
Within 10 minutes they will cease to exist. If 
the players haven't reached ‘real’ parts of the 
Crag by then, they will fall from 900-1200 
feet to the Tarn below. 


If the players choose to wait for whatever is 
coming up the steps - read the following: 


The ringing, metallic footsteps draw closer 
through the mist. There are no more roars, but 
the rune-inlaid steps quiver with some 
vibration and sparks fly weakly from rune to 
rune. At last, a man-like figure appears out of 
the mist—a weed-wrapped knight, in armour 
as black as the tarn. Fully seven feet tall, he 
carries a longsword in his right hand, and in 
the left, a rusty, algaed baton. He pauses, 
shifting both feet to stand firmly on the Step, 
and slowly thrusts the baton through his belt. 


“Who stands in my path, on this night of 
Amedlaur?” 


(Whatever the players answer, he seems 
unable to understand—though he seems to be 
speaking in the common tongue) 


"A strange tongue, and one which I do not 
share. Stand aside, and lend me ease on my 
journey.” 


If the players don't stand aside, he will attack 
them. If they do stand aside, read the follow- 
ing passage: 


As the strange knight passes, he turns his 
head from side to side, watching through the 
eye-slits of his great helm. Only then do you 
realise that you cannot see his eyes, nor any 
part of his face—and where the mail hangs 
torn from his arms, no flesh shows through... 


The Knight of the Tarn is essentially a 
Wraith. However, his purpose is to pursue and 
destroy the people of the nng-fort, as he did 
in life. He only exists durnng (and within) 
Amedlaur. Similarly, the people of the ring- 


Ousel Hall & The Twin Peaks 


Guard Chamber 


Storeroom & 
Armour 


AMEDLAUR- DAY OF MISTS 


fort only exist in the mists. 
Knight AC:3, 12"/24", HD: 5+3, AT: 1-6 + Energy 
Drain, Special Defences as per a Wraith. 


Ouscel Hall, Mistress Irrilayne 


and the Diabolical Puppets 

As Ousel Hall doesn't exist during Amedlaur, 
the players won't be able to attack until the 
end of Amedlaur—the setting of the moon. 
When the mists fade, they will find that the 
moon is nsing in the real world (it is in its 
First Quarter), and the day of Amedlaur is 
obviously over. However, they should be near 
the Hall for the final attack, infiltration or 
whatever they plan. 


Ouscl Hall 
The only real entrance to the Hall is through 
the Guard Chamber. However, it would be pos- 
sible (though dangerous) to climb onto .the 
roof and try and get in by removing the slate 
tiles. Similarly, it would be possible to enter 
through the wooden floor, by climbing (with 
ropes) undermeath. 
At random intervals, 2-3 Duergar from the 
Outer Guard Chamber will come out and patrol 
the upper reaches of the steps and look up at 
the higher parts of the Crag. 
1. The Guard Chamber 
The Guard Chamber's gates will be firmly bolt- 
ed (from within)—the gates are of 4" thick 
oak, bound with iron. Listening will reveal 
snores, and the rattle of dice. There is a faint 
glow around the bottom of the door. 


Inside, there are 5 Duergar (Evil Dwarves). 3 
are asleep, and two are playing dice. The 
dicers are Horojall (the Guard Captain) and 
Kettensor (Guard Sergeant). Both are cheating, 
and both are aware of this resulting in 
constant swearing and bickering. 

Horojall, AC:4, 6” , F1D:4+2, AT: Pick, S 

Kettensor, AC:4, 6" , HD:2+2, AT: Pick, S 

4 Duergar, AC:4, 6” , HD: 1+1, AT: Pick, S 

Surprised only 1 in 10, +4 vs. magical attacks, No 
psionics. 

If the Duergar are not despatched within 3 
rounds (or avoided), their shouts will carry to 
the main Hall and alert everyone. 


The inner door to the Hall is locked. The key 
is on Horrojal's belt. 


‘OUSEL PEAK 


a Buttress: 


The Hall 
There are no interior doors within the Hall— 
just curtains, except to the Solar and the Store- 
room/Armoury, both of which have locked 
doors. The only key to both is held by Mist- 
ress Irrilayne. Benarrach (her Lieutenant) has 
a key to the storeroom/armoury. 
1. Inner Guard Room 
This is occupied by 10 Orcs. They are all 
asleep or resting in piles of linen refuse, gath- 
ered around a central brazier. If the Duergar in 
the outer Guard Room raise the alarm, they 
will reinforce them, and send for Mistress 
Imilayne. 
When in combat, the orcs will taunt and shout 
obscenities at the players. They seem to have 
a great fear and respect for Mistress Irmlayne, 
and constantly harp on the theme, ‘She'll 
soon sort your lot out, She'll do this, that 
etc.’ 
If the brazier is overturned it will set the 
linen alight. This, in tur, will ignite the 
wooden timbers of the Hall if it is not put 
out. 
10 Orcs AC:6, 9", HD:1, AT; By weapon, M 
2. Hall 
The Hall was once the centre of all activity in 
the place—a huge chamber, with a vaulted 
roof, and musician's gallery. Now, the gallery 
has fallen, and dust and refuse cover the area. 
The great central table (vaguely spheroid) is 
splintered, and the seats that once bore the 
names of many famous knights have long 
since been used for firewood. 
If the alarm has been given, this is where 
Mistress Irrilayne will confront the players, 
with her surviving minions. The Diabolical 
puppets will crawl above in the timbers, to 
drop down on the players when they are in 
melee. 


If the alarm has not been given, Mistress 
Irrilayne will be in her Solar. 


3. Solar 

The Solar is the private chamber of the Lord 
of the Hall. There is a solid door (which is 
locked) leading to a comfortable room. Tapest- 
ries adorn the walls, and there is a feather-bed 
in the comer. Mistress Irrilayne will be at a 
table facing the door, talking to a crow. She 
will only be surprised if the players have 
caused no disturbance previously, and if they 
roll 1 on 1d6. Her Silver Wand is close to 
hand. 

Mistress Imlayne 

St12 Int:17 Wis:15 Con:13 Dex:17 Ch:17 HTK: 23 
Treat as a Sth Level Magic-User for saving throws etc. 
Mistress Irrilayne is the classic evil witch— 
she has long black hair, framing a pale white 
face of cruel beauty. She is dressed in a dark 
green velvet gown, with embroidered cabal- 
istic symbols in flaming scarlet. 

She is not a magic-user in the normal D&D 
sense—all her power resides in her Silver 
Wand and her innate power over evil. She can 
control any Lawful Evil creature (underl0 HD) 
in her personal presence with 90% certainty 
(70% if Chaotic Evil), no matter what the 
command, even if it is suicidal. She can 
implant a basic loyalty and fear into other 
evil creatures, which lasts for three months 
and can be renewed. 


With her Silver Wand, she can turn opponents 
to stone. However, this is not a permanent 
spell, and lasts only as long as the statue 
isn't exposed to moonlight. Normally, she 
has the statues stored away in darkness, or 
thrown to the bottom of the Tam. The Silver 
Wand has a range of 6" and may be used once 
every second melee round. It does not 
function under moonlight. 

Mistress Irrilayne also has the ability to 
construct Diabolical Puppets. Currently, she 
has four of these in the Hall—they tend to 
stay up in the rafters, and are difficult to spot. 
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Diabolical Puppet: AC: 4, M: 12", HD: 2+2, No. of 
attacks: 1, Dam/Att: 14, Spec Att: See Below, SD: See 
Below, Magic Resistance: Nil, Int: Very, Alignment: 
Lawful Evil, Size: S (18" tall), Psionic Ability: Nil 


The Ditabolical Puppets are, in a_ sense, 
familiars of Mistress Irmlayne. She made 
them, and she shares a telepathic link with 
the puppets. If they are within 2 miles, she 
can see and hear with their senses, though 
this requires her concentration. If a Diabolical 
Puppet is slain while Mistress Irrilayne is 
using its senses, she will suffer 3d6 damage, 
and 1d4 damage even if she is not currently 
attuned to that particular puppet. 

The Diabolical Puppets have no special def- 
ences, but they do have two special attacks. 
The first is a Jump. The puppets can fling 
themselves up to 20 feet, and land with 90% 
accuracy. Normally, they will aim at the neck 
of an enemy. Once landing there, a successful 
to hit roll means that the puppet has suc- 
cessfully implanted needle-like tendrils from 
its hands into the base of the target's brain. 
From then on, the Diabolical Puppet will 
totally control the target. If the Puppet is des- 
troyed, the control is broken, but the control- 
led character will also take 2d6 damage. 


The Diabolical Puppets resemble grotesque 
caricatures of wooden marionettes. Their faces 
are always carved into leers and hideous gnm- 
aces, and their hair is black and lanky. Only 
their eyes are beautiful (but wicked)—because 
they are duplicates of Mistress irnlayne's. 


4. The Kitchen 

The Kitchen is the only room within the Hall 
that has a tiled floor—of grey crag slate. A 
large fire burns in a covered pit in the middle, 
and there is always something roasting on the 
spit. The walls are lined with shelves, and 
hold preserves, ums of staples, kitchen uten- 
sils, crockery and cutlery. Obviously the orcs 
and hobgoblins aren't allowed in the kitchen, 
because it's clean and tidy. 


Three drabs work in the kitchen, directed by 
the Cook—a woman talented with both 
poisons and pastry, recruited by Imiayne in 
her dim past. The drabs are beyond interest in 
anything except avoiding punishment, but the 
Cook will fight any obvious intruders. 

Cook St:15 Dex:13 End: 15 0-level Human 

Poisoned Dagger 

(The poison is an obvious orange smear on the blade. It 
is quick acting, and the merest scratch will cause 
paralysis and eventual death. The Cook has an antidote). 
At the back of the kitchen, there is an iron- 
bound door, similar to the outer door of the 
Guard Chamber. It leads to the Storeroom/- 
Armoury. 

5. Storeroom/Armoury 

The door to this is always locked. There is a 
small iron grill in the centre of the door, and 
a bell-cord. If pulled, this will attract Benar- 
rach (Mistress Irrilayne’s lieutenant), who 
lives in the Storeroom. 


The outer part of the cave is the Storeroom. 
Barrels and boxes are piled haphazardly to the 
ceiling, and there is a strong smell‘ of brandy 
and pickles. In one corner, there is a pallet 
and a few blankets. If the door has been 
almost instantly broken down, Benarrach may 
still be lying on this pallet. If not, he will be 
awake, armed and ready. 


Benarrach is a Flind—in fact, a leader of that 
humanoid race. He has a bitter hatred of 
humanity, and is completely devoted to Mist- 
ress Imilayne. 

Benarrach the Flind, AC:5, 12 , HD: 3+3, AT: Flind Bar 
1-4/1-4 + Entangle, +1 to hit for strength, M 

The far end of the cave is the armoury, or at 
least, it was in Lady Alicia's time. Now, all 
the weapon racks have been taken down, and 
the cave is crammed with statues—many of 
them old servants, men-at-arms or retainers of 
the Ouselwade's. None of them are Lady 
Alicia's family. 


The Aftermath 

Once the Hall has been taken, and the oppo- 
sition captured or killed, a number of options 
present themselves. If Lady Alicia is still 
alive, she will pay the players the money she 
promised, and ask them to stay on to help her 
rid the Ouselwade lands of evil creatures. If 
she isn't, the players may take over them- 
selves, or appoint someone else. 


In any case, parts of the adventure may be 
used again, if the party travel back across the 
same lands. Alternatively, they may choose 
to visit every now and then, making Ousel- 
wade a regular part of the campaign. 


The referee will by now have noticed (I hope) 
that I haven't specified treasure for any of the 
encounters. This is for two reasons: 


1. Specified treasures are often inapprop- 
niate for a particular campaign, and; 


2. Many novice or beginning referees take 
written scenarios as gospel, (which they 
aren't) including the treasure that's wnit- 
ten down. 

So, adjust the treasure/experience points re- 

ward as you think appropnate, but my advice 

is to be sparing. Magic particularly, in this 
scenario 1S Magic—strange, mystical and 


most of all, extremely rare! If every second 


monster has a hoard of magic, it has become 
everyday technology. 

That then, is the beginnings of the tale of 
Lady Alicia Ouselwade, Mistress Irrilayne, 
Amedlaur, and the strange happenings under 
the New Moon. But the real story is for you 
and the players—I hope you enjoy it. 


Nix 


Le 


Garth Nix is one of Australia’s leading role- 
playing gamers. A prominent member of the 
Canberra Wargames Society and organiser 
of several successful major conventions, his 
work has been published in many magazines, 
including The White Dwarf, the #1 British 
gaming magazine, and The Space Gamer, a 
major US magazine. Garth, 22, is completing 
a BA at the Canberra College of Advanced 
Education, majoring in professional writing. A 
regular contributor to Breakout, he describes 
his gaming interests as ‘very broad’, ranging 
the gamut from boardgaming to role-playing 
and miniatures. His special interest is 
Traveller. 
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GAME REVIEW: 
by Nick Hills. 


Empire of the Petal Throne (EPT) 1s a 
fantasy role-playing game by Professor M A 
R Barker. It was orginally published by TSR 
in 1975, when Gary Gygax, the co-author of 
Dungeons & Dragons, described it as '... the 
most beautifully done fantasy game _ ever 
created. It is difficult for me to envision the 
possibility of any rival being created in the 
future... I must ask the reader to view the 
world of Tekumel in comparison with J R R 
Tolkien's Middle Earth.’ 


Breakout readers should take the above with a 
prain of salt, as at the time Mr Gygax's 
company was publishing EPT, and the only 
other role-playing games available were D&D 
and GDW's En Garde. Nevertheless, EPT 
remains a terrific game. 


Nine years later, it has been reprinted by Lou 
Zocchi's Gamescience, a veteran firm that 
predates SPI. Defying the inflationary trends, 
the game now costs US$12.50 instead of the 
original US$25.00. For your money, you get 
three full colour maps, and a 96-page rule 
book. 


The game itself, although firmly in_ the 
fantasy genre, has a strong science-fiction 
background. It is set in the world of Tekumel, 
the third of five planets in the Nu Ophiuchi 
star-system. It was not suited for human 
habitation when first discovered, with its 
tainted atmosphere, poisonous flora, and dead- 
ly fauna. Most importantly, it was already 
inhabited by two sentient species. 


Nevertheless, the planet was terraformed, and 
colonised by mankind and their interstellar 
allies. The indigenous species were driven 
into small "reservations’ to bide their time. 


Their time then came. Through a_ weird 
cataclysm, the star-system fell out of normal 
space into a "pocket universe". Amid the 
earthquakes, volcanos and tidal waves, techno- 
logical civilisation collapsed and _ society 
reverted to barbarism. 


The game is set more than 25,000 years after 
this catastrophe. Civilization of sorts has re- 
arisen, at about the level of the Aztec, or 
Babylonian empire. There is "magrc” in the 
form of psychic powers, ancient techno- 
logical devices, and assistance from a _ hier- 
archy of powerful extra-dimensional beings- 
"gods" and their "cohorts". 


Symmetrically, there are five gods represent- 
ing "good" or stability, and five that support 
"evil" or change. Each god has one cohort, 
who intervenes more in human events, but is 
less powerful than his master. 


The game's name describes the mightiest and 
most cosmopolitan empire on Tekumel, 
Tsolyanu. The Petal Throne is the seat of the 
Kolumel, the omnipotent Seal emperor. With 
the intrigue, the amazing plant and animal 


EMPIRE 


of the 


PETAL THRONE 


life, and most of all, the gamut of intelligent 


aliens, Tekumel is reminiscent of Robert 
Silverberg's Majipoor, from Lord Valentine's 
Castle, albeit more violent. However it should 
be borne in mind that Tekumel was invented 
first. 


In the game, each player assumes the persona 
of a being of Tekumel, human or other wise. 
He or she may be a warrior, priest or 
magician. Unlike D&D there is no class of 
thieves. This is probably for the best as in 
Tsolyanu a "suspended sentence” involves 
hanging from an impaling stake. Players roll 
percentile dice to determine their relative 
characteristics: strength, intelligence, consti- 
tution, psychic ability, dexterity and comeli- 
ness. Generally a roll of 41 to 60 gives an 
“average” characteristic, lower or higher rolls 
give a sub- or super normal attribute. For 
example, a player with a constitution of 1 to 
20 is a "weakling", 21-40 is puny", 61 to 80 
is healthy, 81 to 95 is very healthy, and 96 
to 100 “robust”. A player can end up being 
powerful, dumb, healthy, barely psychic, 
agile and ugly - all at once. While a character 
with such a spread of characteristics is 
disconcerting at first, it can become fun to 
role-play, and makes the persona easier to 
identify with than a character that is just a 
bunch of numbers. 


Each time a character advances a level, there 
is a chance that an attribute may increase. 
Players will find that they slowly become 
more beautiful (among other things) as they 
grow older. 


In addition to physical characteristics, players 
are given a station in society. One may be 
bom plebian, skilled or noble. Plebs may 
know a limited number of skills - 25 are 
given, ranging from baker to wine-maker. The 
bourgeois have 14 additional skills to choose 
from, including scribe, slaver and_ ship 
captain; while the aristocracy can be 
alchemists, botanists or orators, in addition 
to having some lower class skills. 


Warriors, priests and magic users each begin 
with 2 to 5 basic skills for their profession, 
from a standard list of 12 skills. 


Fighters may begin the game being proficient 
with spear, mace and sword. As they become 
more experienced they can learn to use slings, 
crossbows and Filorentine-style (broadsword 
and dagger) fighting. At 8th to 11th level 
they will become strategists. 


Similarly priests and magicians learn more 
complex spells as they advance. In addition 
to learning standard spells when going up 
levels there are ‘bonus spells’ of increasing 
levels that may be learnt when a priest or 
mage gains expenence. 

Apart from this, the game mechanics are 
hauntingly similar to those of the orginal 


Dungeons & Dragons. In his introduction the 
author admits the mechanics of the game are 
based on D&D, but points out that the back- 
ground to the game is all his own. All in all 
the amalgam works well, the game system is 
clean, and the mechanics do not get in the 
way of good role-playing. Players should be 
aware that even the first level of a dungeon in 
EPT can be vicious, by D&D standards, and 
beginning parties should be augmented by 
higher level, non-player "patrons". 

At times, the imposition of the D&D game 
system on Prof. Barker's original ideas is a 
bit painful. It is clear that he did not intend 
the differences between mages and priests to 
be so great, rather a mage was meant to be a 
free-lance cleric, serving a deity but unattach- 
ed to a temple. The armour and weapon re- 
Sstrictions for priests and clerics are almost 
identical to D&D. While some restrictions 
may be necessary, it's a bit silly for priests 
of the war-gods Karakan and Vimhula not to 
be allowed swords lest they spill blood. 
The experience system isn't quite "night" 
either. Improvements in prowess depend too 
heavily on finding large caches of gold 
Kaitars, and not enough on practising and 
using a character's ability. The treasure tables 
may need some honing, too. Some treasures 
are a bit too large, and low level non-player 
characters are too likely to be carrying val- 
uable magic items. 

On the plus side, the massive 45 gram gold 
piece of D&D has been replaced by the more 
manageable 3 gram Kaitar. However there is 
still the problems of the near worthless 
copper piece. It takes 18 kilograms of Qirgals 
to purchase a pair of outdoor boots. 

Re-reading my above complaints, I see that I 
am merely nit-picking. The game is so much 
fun, so involving, a referee is prepared to 
smooth out any rough points. If there is a 
good referee, the players don't even have to 
be aware of any rough points. 

As with other role-playing games, the referee 
must do a little work before a gaming session 
can commence. The referee prepares maps of 
areas players are likely to explore, creates a 
few non-player characters that players are 
likely to meet, and familiarises him or her 
self with the rulés. 

The players in turn each establish a character. 
Each player chooses an alignment, an outlook 
on life. The choice is between ‘good’ and 
‘evil’, depending on the deity one’s character 
worships. The difference between ‘good’ and 
‘evil’ in Tsolyani is smaller than the differ- 
ence in the concepts in English; nevertheless 
it is recommended that parties consist of 
players of the same alignment. Players then 
choose the sex of their characters. Females 
may claim Andani status, which gives them 


..continued on page 46 


Exciting new Strategic 
Game played by mail 


Play-by-Mail games — what are 
they? An interesting and fun way 
of playing games. 

If you like games and don’t seem to have the 
time or opponents and you would like more 
information, ring us on (002) 23 3926 or put 
your address on the back of an envelope, 
enclose a stamp and send it to: 

The Missing Tiger, 

G.P.O. Box 286C, Hobart 7001, 
Tasmania. 


A game of 
fantasy conflict 


A 25 player computer game where you have 


to conquer all the cities of the land. 


A fifty player play by - 
mail game. Computer From; The Australian Wizard 
moderated with two | GPO Box 356 


week turnarounds. Brisbane 4001. 
Ph: 07 356 2212. 
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Earthwood is a computer Ary gn lay by-tall game for 25 

people. Imported from the USA the game has proved to be very popular 

in the US and England. Available in Australia from The Australian 

Wizard, but has received only a lukewarm welcome so far. 


Earthwood is set on a 32x37 square grid map covered with many 
types of terrain. To begin players are given a map showing major 
terrain features but these are deliberately wrong in some areas. As play 
proceeds players are given reports on the terrain of the squares passed 
through and so fill in their maps. The world contains some 30 to 40 
cities, used to determine victory. At the start less than half the cities 
are controlled by players, and no more then one city per player. To 
win, one side, must control all cities on the map. 


To take cities players require troops which can be drawn from city 
populations or they can be encountered in the wilderness as Non Player 
Characters (NPCs). Such encounters are important as they can provide 
great strength, but can also be dangerous. 


Movement is controlled by limiting each player to three groups that 
may travel. Each may be assigned troops, food, gold, armour, boats and 
NPCs. The various character types are assigned individual movement 
rates for each terrain type. Elves move fast in forest, for example. 
Terrain also effects the combat ability of troops; again elves perform 
best in forest, dwarves in hills and mountains. 


Each player begins as one of 25 different character types. He may be a 
race leader controlling one of many fantasy races, an individual leader 
such as a wizard or hero with a band of followers. Each type has its 
own weaknesses and advantages. Racial types begin the game with a 
city and a population that grows with time. Troops are drawn from the 
population segment and assigned to defend the city or join one of the 
mobile groups. Heroes and wizards do not start with cities but are able 
to grow their followers, whereas racial types cannot. Wizards gain the 
use of spells and magick that grow more powerful as they progress. 
High level spells are capable of ripping down city walls. Heroes begin 
with high morale and can befriend NPCs more easily than anyone else. 


Cities are the key to the game. Cities produce food, armour and gold, 
and are very hard to take once developed and the walls built to 
maximum strength. Players spend much of their time exploring for 
them, conquering them and defending them, and as there are so many 
around victory is not easily obtainable. 


Although Earthwood can be won by a group of allies there are no 
alliance rules as such. Players may freely attack each other at will and 
the combat system makes it a very messy world. The winning player 
will need to manage his logistics, glean information from his and other 
players’ moves and be a diplomat extraordinaire. 


Kevin Flynn | 
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Compiled by Adrian Pett 


PLAY-BY-MAIL_ NEWS 


AUSTRALIAN WIZARD _ has recently filled games 6 and 7 of 
Spiral Arm while in the USA Graff Simulations is filling their 4th 
game. There has been a recent influx of new players into Keys of 
Bled and the playtesting of Lords of Aquilonia is still going 
well. 

CHAMELEON GAMES has their 10th game of Feudal Lords 
underway while their first game of Star Web is just starting, and there 
are only a few positions left in Shadow of the Hawk. The game of 
Crasimoffs World they are running is now full and further positions 
will not be available for some time. 


THE MISSING TIGER now has their two new games Wifch King 
(previously called Orclord), and Final Days up and running - the rules 
books having finally arnved. In Return From Sirius games 12, 15 
and 16 have just finished with the winner of game 16 achieving the 
first victory by controlling 64 planets. In games 14 and 15 victory 
was acheived by the more usual result via the economic victory 
conditions, although in Game 15 one player almost managed to win by 
contolling Earth. The Missing Tiger will be attending the New Zealand 
National Wargames Convention where they will be running a face-to- 
face version of Return From Sirius. 


ASHDALE POINT have now finalised a draft of the start up kit for 
their PBM on the Europa game Fire in the East. Anyone interested 
in play testing should contact them at the address given in the 
advertisment on this page. 


WANTED: WARGAMERS 


whores MIELP # 


Do you have a favorite game that is 
incomplete 
or missing parts? Are you searching for a 
certain game or product that you need? 


Help is available by writing to 
Weexenn WarRIOR 


63 WARRAWEE RD, 
BALNARRING, 3926 


We specialise in providing hard to get and 
out of print titles, we can also provide the 
errata, rule amendments, new scenarios, 
game components 
and in many cases Historical background 
and general game information. 


Please include a stamped self addressed 
return envelope. 


DOUBLE BLIND=DOUBLE EXCITEMENT 


June 14, 1944: Beachhead 
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Division out on a limb, vulner- 
able to counterattack. Where 
are his Panzers? Situation 
serious. 
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That’s what GDW’s double-blind games are like: 
both sides beset by uncertainty, every attack or 
defense a gamble, however calculated. 

Here’s how it works: Each player has his own 
map, showing all his units plus the location (but 
not composition) of the enemy front line. The 
player gains intelligence by probing and attack- 
ing enemy positions. This very simple system 
generates a tremendous increase in realism. 

The double blind system prevents the turn-by- 


turn opportunism of most wargames — attacking 
wherever the enemy is known to be the weakest. 
In the absence of complete information, players 
must develop real strategies, based on terrain, ob- 
jectives, contour of the front, surprise, bluff, 
and deception. The result ts 
greater realism--and excitement. 
GDW's double-blind system 
really puts players in the roles 
of commanding generals. 
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NEW! Operation Market-Garden: |n Septem- 
ber, 1944, the Allies launched the biggest airborne 
operation in history: three parachute divisions 
were dropped in a narrow corridor deep into Nazi 
lines to capture a bridge across the Rhine, at 


_ Arnhem. 


even more exciting. The Allied player can never 
know just where along his long, narrow corridor 
the next German counterattack will fall. The Ger- 
man player has a similar problem: Where is 30 
Corps? How are the paratroopers deployed within 
their perimeter? Will there be another drop? 


It didn’t work, but the outcome was close— Operation Market-Garden offers other innovative 
which makes Market-Garden a fascinating game_ rules too: on-road/off-road movement modes with 
situation. The game begins with an Allied drop into different abilities and limitations, anti-tank guns, 
the unknown and stays tense throughout. bridge building and destruction, assault river cross- 
Fragmented front lines make double-blind play ings, flak, airfield capture, and more. $2995 


8th Army: Operation Crusader: Late 
in 1941, the British 8th Army began its 
third attempt to relieve Rommel’s siege 
of Tobruk. There followed 18 days of 
confused fighting, both sides suffering 
from near-total ignorance of enemy 
movements. Front lines were chaotic, 
and burning tanks littered the desert. 
8th Army is a challenge. Static defense 
won't win the game; both sides must 
attack, and a wise general combines 
the strategic offensive with the tactical 


defensive. Basic Seen 29 95 


The Normandy Campaign: Covering a ee 
the invasion of France from D+1 to the “ed 
final breakout and encirclement, this 
game simulates every important fac- 
tor of the campaign on the division 
level: Allied supply problems, the tank- 
mounted ‘‘rhino’’ hedgecutters used to 
defeat the bocage, the importance of 
resources, prepared attacks, and sur- 
prise, the need to pull units from the 
line to absorb replacements, Allied 
cooperation limits, and much more. In- 


termediate complexity. $29.95 ) 
THE JEDKO GAMES CO PTY ITD 


134 Cochranes Road Moorabbin 3189 
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SIXTH FLEET 
Published by Victory Games 
Designed by Joseph M Balkoski 
Recommended Retail Price $74.95 
Number of Players: 2 
Playing time: 15 mins to 3+ hours 
Set-up time: 5 to 15 mins 
Complexity: 3 
Solitaire: 2 
Distributed by: Jedko Games 
Review copy from: Jedko Games 


Victory Games made its first entry into 
modern combat a couple of years ago with 
Gulf Strike, a game based on_ possible 
conflicts in the Persian Gulf. This subject has 
become very "in" recently, with several 
designs hitting the markets or about to, and 
was successful enough to cause Victory Games 
to consider another game using the same 
basic system set in the Aegean Sea area. 

In the meantime VG produced Sixth Fleet. 
The subject is, as the name implies, the 
operation of the USN's Sixth Fleet in a poss- 
ible future conflict. Unlike Gulf Strike, where 


all three types of warfare were extensively - 


catered for, SF concentrates solely on ships 
and any associated naval or shore-based 
aircraft. Land warfare is dealt with in an 
extremely abstract manner. 


Each counter represents one ship/submarine or 
a squadron of aircraft. Map scale is fifty 
nautical miles per hex. Turns represent eight 
hours. 


The components are up to VG's high standards 
evidenced by the company winning the 
graphics award at Origins’85 with Vietnam. 
The box is the standard size with the cover a 
rather fanciful rendition of a US carrier task 
force under missile attack (not by R Mac- 
Gowan). 

The map makes lavish use of low tone colour 
on a map which covers the entire Mediterran- 
ean Sea from Portugal to Syria, and from the 
Crimea to Suez. Composed of two standard 
sized maps, only two thirds of the surface is 
actually playing area, the rest being used for 
charts and tables as well as task force form- 
ation tracks and strategic air mission boxes. 


For the basic and intermediate games, no 
reference material other than that printed on 
the map is required to play. All the important 
charts are printed twice - one for each player. 
In the advanced game, ammunition and fuel 


expenditure must be monitored requiring extra 
data sheets. 


The counters are back-printed and glossed. 
Two sizes are used - the 230 standard sized 
counters are markers for a variety of game 
functions, while the 192 approximately 5/8th 
inch counters represent the ships and squad- 
rons of the various fighting forces. 


The unit counters are colour-coded, Soviet 
forces are printed on a red background, while 
Soviet allied forces each have their own 
national colour surrounded by a red border. 
Similarily, US forces are green and allies are 
green bordered. Neutral countries’ forces have 
a light brown border. 


All combat counters have a silhouette of the 
ship or plane type as the center-piece and all 
follow the same basic pattern for the values 
printed on the counter, whether ship, sub- 
marine or plane. Each is individually rated for 
a movement allowance and a defence value. 
Then there are three combat rating types. 


The first is anti-ship missile strength, which 
consists of a range and a strength. All combat 
(as opposed to transport) ship, most aircraft 
and a few submarines have such missiles. 


Second is an anti-air value. For ships this is 
subdivided into close and _ long-range 
strengths. For aircraft it is a unitary value. No 
submarines have an AA rating. 


Third is an anti-submarine ability. All 
submarines possess this, as do most ships - 
but only a few aircraft. 


The meaning of a fourth combat value varies 
depending on the unit type. For submarines, 
it is a torpedo strength; on aircraft, a bomb- 
ing strength; and on _ ships, a gunnery 
strength. 


The amount of information on the counters 
can, at first, appear a little overwhelming. 
But once the nature of each type is under- 
stood, the values fall into place - which only 
takes a couple of games. 


Two pads of logistic information for monitor- 
ing ammunition and fuel expenditure plus 
several charts for scenario set-up and reinforce- 
ments are included. Finally the 64 page rule 
book, which would normally be a bit daunt- 
ing. However, it has been divided into four 
easily digestible sections and contains many 
examples of play. The first three sections are 
the Basic, Intermediate and Advanced rules 
respectively, along with their associated 
scenarios. The final section includes designer 
notes and background information on the 
situation. 

The basic rules take about an hour and a half 
to read, but there are many examples and 
simple repetition to ensure clarity. They can 
be taught to somebody else in about ten 
minutes. This is one area in which the game 
really shines. 

Game basics are extremely simple yet elegant. 
Similar concepts are used in the wide variety 
of combat types covered - and because of the 
simple procedures, only a single six-sided die 
is required for combat resolution. 

Usually, naval combat games go to great 
Jength to cope with limited intelligence. Not 
knowing the enemy's location is often the 
basis of tactical or operational naval games. 
However Victory Games is committed to a 
high level of solitaire playability in all their 
games . Mr Balkoski has chosen a simple but 
elegant and effective way of coping with this 


problem. 


Basically, all combat counters are fully vis- 
ible on the map at all times and may be 
inspected by an opponent. However, a unit 
may not be attacked until it is spotted. This 
can be accomplished in a variety of ways — 
aerial reconnaissance, being within detection 
range of enemy units and conducting any form 
of combat. Once spotted a unit remains so 
until the end of a night tum, when all units 
not in detection zones of enemy units become 
unspotted. 


The sequence of play is also simple. Each 
turn, each player has three potential types of 
units to move - air, surface or submarine. The 
first player for each turn is defined randomly 
and then may move and attack with all units 
of one type. Then the opposition may move 
and attack with a type of his choice. The first 
player then moves one of his two remaining 
types and so on. 


The decision on which type to move next, if 
there is an option, keeps a high level of 
tension as opportunities open and close. Both 
players are constantly involved throughout 
the turn as théy attempt to obtain the right 
balance or mixture of moves. 


Submarines must be moved individually, 
planes in groups of up to three, and ships of 
the same nationality in stacks of up to 12. 
Ships can be formed into task forces for added 
protection. 


Combat is almost chess-like in its conduct. 
Depending on the type of combat (torpedo, 
SSM, anti-air etc), the defender may be 
allowed a roll based on defensive factors to 
yield a negative dice modifier on the attack- 
er's roll. A numerical result is obtained and 
compared to the target's defensive value. The 
target is damaged if the ratio > 0.5 and sunk 
if it is 2 that of the target. 


Simply working out the odds prior to each 
combat, it can easily be seen if any damage 
can potentially be done to the target. 


The first scenario clearly demonstrates this 
idea. It is a straight sub vs. sub game using 
four Soviet submarines against two US. Both 
are provided with one very strong submarine 
which can only be damaged by full strength 
enemy submarines. Consequently, if all your 
submarines are damaged before hurting the 
other side's "biggy” you can be forced to run. 


In the more advanced scenarios, the equation 
becomes fairly complex. For the US player 
this is not too big a problem because his 
carrier task force can clobber anything. The 
Soviet basically uses numbers, and a few very 
powerful cruiser and submarine units. 


The more advanced rules introduce transports 
and abstract land forces to focus attention 
upon the principal operations of any future 
conflict in the Mediterreranean - keeping the 
ground forces supplied. The higher level 
scenarios demonstrate that such a conflict 
would be characterised by an _ appalling 
attrition rate. In modern naval combat, 
nothing is invulnerable to a combined attack. 


Sixth Fleet cannot really be compared 
toGulf Strike as they are attempting different 
tasks. However, for sheer playability and 
enjoyment on the subject of modern naval 
combat, Sixth Fleet clearly comes out the 
winner. AS a game in its own night, even if, 
like me, you are not a naval buff there is 
plenty to interest you here. 

Nigel Slater 
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TIMEMASTER 


Published by Pacesetter 

Designed by Mark D. Acres 
Recommended Retail Price $24.95 
Distributed by Jedko Games 
Review copy supplied by: Jedko 
Games 


The box contains a 64 page Traveller's 
Manual; 32 page Guide To The Continu- 
um; 16 page Red Ace High Introductory 
Adventure; 675 mm x 520 mm. map; 140 die- 
cut counters; 3 ten-sided dice. ~ 

Timemaster is a ‘role-playing game of travel 
through time and space; players take the role 
of members of the 72nd Century Time Corps, 
and seek to ensure that the true lines of time 
are not altered, either inadvertently by time 
travelling .renegades, or deliberately by the 
Demoreans, an alien race determined to twist 
all of history to suit themselves. 


The presentation of this game is quite good; 
the components are colourful, the rules are 
written in a large easy-to-read type, the art- 
work is plentiful, appropriate and reasonably 
well done. The counters provided with the 
game are a bit flimsy, as is the map, but they 
serve their purpose. All in all, the game box 
is reasonably full and-a purchaser can at least 
see that he has gotten a lot for his money. 
Pacesetter is to be commended for presenting 
their game with style. 

Not that the presentation is without faults. As 
mentioned above, the counters and map will 
not stand up to protracted use; within the 
rulebook none of the game's numerous charts 
and tables are set aside from the text, making 
them hard to find. A pen and ruler (to draw 
around the tables) will come in very useful. 
Also, there are a lot of charts, and they are 
not grouped together; without a 
Gamemaster's Screen (there is 
one available separately) there 
will be a lot of page-flipping during play. 
t is when the rules themselves are read that 
the real problems occur, however. There are 
som very nice ideas in this game, but most of 
them are presented poorly. And the whole 
basis for the game's background rests on 
faulty logic, but I will get to that later. 
Characters are defined by eight characteristics: 
Strength, Dexterity, Agility, | Willpower, 
Personality, Perception, Stamina and Luck. 
These are all determined by rolling 3D10 
(three ten-sided dice), doubling the total, and 
adding 20; if there are three values of 40 or 
less, these may be rerolled, so that Hopeless’ 
characters will not be created. I found the 
large number of dice rolls required irritating. J 
can't help feeling there must be an easier way. 
After characteristics have been rolled, some 
basic secondary’ characteristics (unskilled 
Melee score, Wounds, Stamina Recovery Rate, 
Penetration Bonus) are determined by quickly 
looking up tables or simple arithmetic. Then, 
two skills are chosen, a paranormal talent is 
chosen (all characters are psionic in this 
game), the base chance for these skills and 
talents are calculated, and the character is 
ready to run! Details such as height, weight, 
place and time of birth are chosen by the 
player to suit himself (within certain rest- 
rictions); no-one can accuse this game of 
taking unnecessary time for character gener- 
ation. 


There is a big problem with this speedy 
system however; characters begin the game 
with only four skills (two are provided free) - 
which are not enough. An average adventure 
would require at least four players, if not 
more, so that a reasonable mix of skills will 
be present. Each individual character is pretty 
much useless to begin with, if left to fend for 
him/herself. Teamwork is absolutely required. 


The skills are a pretty motley lot. A curious 


mixture of combining certain skills and 
separating others: Pilot, for example, allows 
the possessor of this skill to fly anything, be 
it biplane or- spaceship, but there are separate 
skills for Bola, Lasso and Net! All of the non- 
combat skills are "exclusive’, which means 
that if you don't have the skill you have no 
chance ‘at all; while reasonable for Elect- 
ronics, this is ridiculous for Swimming or 
Stealth! Most weapons, however, can be 
attempted by anyone - including, for example, 
muskets. (If you know nothing about 
muskets, you can fully load one in four ten- 
second combat rounds. If you:are a master- 
rifleman, you -can load it in one! A master- 
archer takes two rounds to load a _ bow!!) 
While reading skill descriptions such as 
these, I had the definite impression the 
designers of this game didn't know a lot about 
the subjects that they were trying to simulate. - 
The central feature of this game’ is the Action 
Table, which is used to resolve almost 
everything; particularly, those ‘things where 
you need to know more than whether your 
attempt succeeded or failed, but how well:you 
did. This is not a new idea to roleplayers, as 
those who have played James Bond 007. or 
Marvel Super-Heroes, for example, will know, 


fiseescsssh 


but this is probably the best implementation 
of this idea I've seen, as-there 1s room for 
quite a few possible outcomes. Basically, it 
works like this; when a skill is used, the 
player rolls a D100, and if the roll is less 
than or equal to his chance, he consults the 
table and indexes the amount by which he 
made the roll (the ‘attack margin’) with one of 
ten columns, the exact column determined by 
the particular skill or ability being used. This 
gives a letter result which is referred back to a 
key to give a specific result. Easy to use, and 
in theory making for a fast game. 


Not so! Almost all of the skills and talents 
used in this game have a different results key; 
the game's emphasis on skill use ensures that 
‘almost every roll the player's make will have 
to be referred to the rulebook. In addition to 
ajl of the other widely-spaced tables that need 
to be looked up from time to time makes this 
makes the game very aggravating to run. 

All of the above is bearable, however, until 
you come to combat. Three chapters are 
devoted to combat, ranging from man-to-man 
up to massed armies. It all manages to seem 
the same however. For single combat, there 
are only two distinctions: you can _ hit 
someone with your fists, or you can use a 
weapon. 


Different types of weapons? Lots of them -but 
blunt butter-knife or machine-gun, they all 
do the same damage! The only vanety is 
with ranged weapons, where there are different 
range modifiers: a laser nfle can fire con- 
siderably further, and much mecre accurately, 
than an antique pistol, for example (logically 


enough). 


Armour is even worse. Damage is rolled 
normally for a hit and compared to the value 
of the armour in the location struck; less, and 
there is no effect; more, full damage is taken 
and the armour is destroyed! If you are using a 
melee weapon (not bare hands), you can add 
your penetration bonus to the damage done to 
see if you defeat the armour, but if you do, no 
extra damage is done. If your opponent is not 
wearing armour, then your super-strength is of 
no use! Where is the logic in this? 


There are two types of damage: Stamina and 
Wounds. Run out of Stamina and you fall 
unconscious ... but that’s okay, if somebody 
nudges you (or douses you with water) you can 
regain consciousness immediately! Run out of 
woufids and you're dead, but before that point 
is reached, the intense pain will probably 
have you out of the fight. (A_ successful 
Willpower check can have you fighting 
again). There are brief mentions of other 
damage-causing agents, such as poisons and 
fire. The system is fairly flexible, but that 
doesn't make it a good one. It has its good 
points, I particularly like the idea of pain 
caused by major wounds, as mentioned above 
but combat is alternately simple and complex, 
in the wrong places, and it is not quick- 
playing, despite the amazing Action Table. 

As to the question of large scale combats, 
these are just as boring as man-to-man, and in 
themselves raise a curious question: Time 
Agents are supposed to keep a very low 
profile when on a mission, but the game 
enccurages them to make their own mark on 
the battles of history, regardless of the actual 
Strategies and tactics used historically! 


The only thing to keep players in check 
constitutes, in my opinion, the best part of 


,.. the game- the experience mules. Every mission 


is given a Significance Rating(SR), 
usually 500 — 1,000. All characters, 
and certain events, have a SR of 
their own, no more than a few hundred, 
usually much less. Everything so rated, if 
altered from history (e.g. the French winning 
Waterloo, or Nelson surviving Trafalgar) is 
summed up by the Game Master, who at the 
end of the adventure rolls D1000, and if this 
roll is less than the total of mistakes, history 
has been altered, the characters get the SR of 
the adventure, less the value of the mistakes 
they made, as experience points, a direct and 
effective way of telling the players to be 
careful when messing with time! Experience 
points are used to acquire and improve skills, 
charactenstics and paranormal talents. 


The Timemaster Guide To The Cont- 


inuum_ provides’ discussions of _ several 
different periods in Earth's history _ that 
characters may travel to, along with a 


discussion of the Demoreans and some hints 
for Game Masters. Tame stuff, mainly, 
although I feel that some of the Significance 
Ratings given are highly dubious, for 
example, the evacuation from Dunkirk is 
given the same SR as De Gaulle’s proclaiming 
of the Free French! 

The introductory adventure, set during World 
War I, is pretty straight-forward, although it 
doesn't give the players (or the GM) much 
freedom: of action, and it allows for the 
possibility of Lt Col Patton giving each 
character command of a tank at the Battle of 
Cambrai! An unexpected outcome of play was 
the extreme paranoia shown by the players, 
worrying about just who the shape-changing 
Demoreans were impersonating... they were 
very quickly left wondering if anybody they 
met were really what they seemed to be... 

And now to the problem of the game's back- 
ground, as mentioned earlier. An extremely 
arbitary set of time-laws prevents the player- 
characters from using time to their advantage, 
they have to get it nght first time. They are 
wamed that if they foul a mission up, an 
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extremely inconvenienced Time Corps will 
have to send a different set of agents to fix 
matters up, presumably sending as many 
teams as are necessary. The question is, why 
don't the Demoreans do the same thing? The 
Guide To The Continuum goes to great 
lengths to point out that there is no shortage 
of enemy agents and nowhere in. the 
description of their personality does it 
mention that they will only try a given ploy 
once. One envisages the same time and place 
constantly visited by the Time Agents of 
both sides, each constantly correcting the 
damage caused by the other. And if this is the 
case, what's the point of playing the game? 
There can be no clear-cut victory; nothing 
you achieve can be made permanent. This is 
ultimately more depressing than the insane 
world of Paranoia, where at least you can have 
fun in your hopeless battles against the 
system. 


In summary, I cannot recommend Time- 
master unless you are willing to devote a lot 
of effort to make it work. On the other hand, 
if you simply enjoy playing a game, without 
regard to illogical backgrounds and ternble 
rules, then I can envision Timemaster, as 
being quite fun. It has a lot of promise; given 
more thought, it could have been a really 
great game. 

Bruce Probst 


G.U.R.P.S. 
The Generic Universal 


Role Playing system 


G.U.R.P.S. is the new role-playing game 
designed by Steve Jackson Games in America. 
The initials stood for the Great Unnamed Role- 
Playing System in the early stages of 
development and the system became so well 
known by this un-name that it was decided to 
keep the initials but change their meaning. 
Thus G.URPS. became the Generic 
Universal Role-Playing System. g 


The system is modular with one set of rule 
(say, personal combat) being compatible with 
another genre (magic or science fiction for 
example) This means players can have a ‘time 
tunnel’ alter-ego capable of adventuring as a 
Roman gladiater, a Renaissance fencer, a 
wizard, a thief or even a space voyager 
without needing new mules for each setting. 
Sounds tricky! Well it was, and is. The full 
system is still being developed and is due for 
full release at Origins ‘86 in the USA. 


In the meantime we have two G.U.R.P.S. 
modules here in Australia at the moment. 
They are Man-to-Man and Orcslayer. Man-to- 
Man covers personal combat up to the time of 
gunpowder. It includes the usual swords, bows 
and armour rules plus a few surprises such as 
unarmed combat. and improvised weapons. 
However, they are far superior to your normal 
“hack-and-slash" rules. Orcslayer is a camp- 
aign adventure in a medieval setting specif- 
ically designed to be played with Man-to-Man 
in order to help learn and enjoy the system. It 
was used at the recent Cancon ‘86 to great 


effect. 

Other modules to follow include High Tech 
(gunpowder weapons and up), the Character 
Talents, the Magic System, the Science 
Fiction System, associated scenarios, pre- 
generated characters and so on. Therefore 
there is a great deal of G.U.RP.S. to come. 
But for now let's examine the _ personal 
combat rules, Man-to-Man. 


The mule book comes with all you need to 
play immediately, except for dice. The rule 


book which is about the size of an average 
magazine, contains six different terrain maps 
and four pregenerated fighters. Steve Jackson 
has also included a free packet of his "card- 
board heroes". These are coloured cardboard 
figures that you cut out, stand up, and use if 
you have no figurines. My pack contained 28 
characters and over SQ assorted bits of 
equipment, traps and booty. 


The rule book is very easy to follow but could 
do with a detailed index. It is excellent value 
for money (around $20) and provides you with 
enough gear to start enjoying the system with 
the minimum of "rule crunching”. 


Assuming you do not use the pre-supplied 
fighters your first step, and the first test of 
the system, is to design your own fighter. 
When designing a character a point total is 
decided upon which will determine the overall 
power of the character. The points are then 
spent on improving the fighters natural 
abilities such as strength and dexterity or 
giving the character useful skills like a 
knowledge of fencing. This allows you to 
determine the nature of the character rather 
than having it set by a series of random dice 
rolls. This should appeal to gamers who 
dislike playing characters that don't suit their 
style of play. Also, once you are familiar 
with the system, designing a character which 
you believe will be capable of out performing 
other characters of a similar level becomes an 
enthralling challenge. 


A G.UR.P.S. character has only four 
attributes for you to keep track of rather than 
the many more used in other systems. These 
attributes are strength which determines the 
amount of damage the character is capable of 
inflicting, dexterity which covers agility 
and weapon accuracy, intelligence is the 
character's mental capability, and health, 
which determines the amount of damage the 
character can withstand. These four attributes 
inter-relate to produce other statistics such as 
speed ! 

Choosing skills and advantages for your 
character is the the thomiest- part of the 
design. This is not because it is difficult, 
because it isn't, but because it is so hard to 
make up your mind. This is fun, not hard 
work. Do you improve your offensive skills 
at the cost of your defences or do you buy an 
advantage that can tip the scales once in a 
while? Many a happy hour, or more, has gone 
into agonising over wheher to take one 
approach or the other. 


It does not take long to whip up a character 
once you are familiar with the system and 
then it’s on to combat. Let me stress one 
thing about the system night now. The sytem 
is more tactical than "I attack with my +6 
Gucci broadsword", so some players may be 
disappointed. Man-to-Man is a thinking 
combat game. You can play it as a tactical 
contest between two gladiators each trying to 
outwit the other or as the combat system of a 
campaign. It works well either way but is the 
most fun as "combat for the thinking man”. 


Combat has four simultaneous parts, 
manoeuvres, attack, defence and damage. All 
rolls are made on three six-sided die. In 
design you arrived at skill levels for offence 
and defence in various weapons of your choice 
and chose armour to suit how swiftly you 
wished to move. 

To fight, you move (step up and attack), roll 
3D6 equal to or lower than your weapon skill 
to attack accurately, your foe gets to defend 
by the same 3D6 roll against his defensive 
choice and if the accurafe blow was not 
stopped then damage has been done. It sounds 
simple and it is... even when you start fancy 
things like aimed blows to the weapon arm or 
at the weapon itself! 


Man-to-Man is highly realistic and highly 
playable. Some players will have experienced 
the sadness of finding that their Errol Flynn 
fencer always gets carved up by the "meat- 
head" barbarian. This system finally recog- 
nises that, properly used, a fencing foil can 
be just as deadly as a sword that is two metres 
long. Also, all players will be delighted to 
find that death is not as easily come by as in 
other systems. When you are damaged enough 
you lose consciouness, but you do not die. 


I felt this will make for better role-playing as 
players may pick up fallen comrades rather 
than just a shrug of the shoulders and on with 
the game. 

Man-to-Man is a very good system. It is 
detailed enough for realism but flexible 
enough to be playable and it is fun. 


You can find out just how good it is when you 
have played out a few combat scenarios with 
your friends then gone on to the campaign 
adventure Orcslayer. 


I had thought that a module that was 
essentially only supporting a combat system 
would be boring. Happily it is not so. The 
adventure provides a good setting and plenty 
of changing background to surpass other 
"introductory adventures”. 
Essentially characters move from one conflict 
to another, overcoming difficulties between 
each, and gradually coming to see the much 
greater danger looming beyond their im- 
mediate objective. For players, I recommend 
you get a copy for your gamemaster but don't 
read it as you will spoil a fine adventure for 
yourselves if you do. 
A bit of good news for those that remember 
the popular Melee and TheFantast Trip. Steve 
Jackson wrote both systems and has carried 
their excellence and simplicity forward into 
this new _ role-playing system, although 
G.U.R.P.S. is not, and never could be seen 
as, a revamp of an older successful system. 
G.U.R.P.S. promises to be a superior role- 
playing system that will appeal to gamers 
who are seeking a fresh approach to adventur- 
ing, aS well as those who suffer inertia in the 
established systems. The first G.UR.P.S. 
module, Man-to-Man"is excellent value for 
money and Orcslayer, its Companion pub- 
lication is a must. 

John S. Tindall. 
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MASTERS OF THE UNIVERSE 
ROLE PLAYING GAME 

Published by FASA Corp 
Designed by Ross Babcock 
Recommended Retail Price $34.95 
Complexity: 1 
Solitaire Playability: 2 
Distributed by: Jedko Games 
Review copy from: Jedko Games 


First came the figurines, then the cartoon 
show on Saturday momings, then the appear- 
ance of He-man and his friends in comics. 
Now the latest instalment in his developing 
fame is the Masters Of The Universe 


Role Playing Game. 


In this game, players assume the role of one 
of the heroes of this era (either He-Man, 
Teela, Man-at-Arms, Orko, Ram-Man_ or 
Fisto) and go in search of the Crown Jewels 
of Eternia, which Skeletor has stolen and 
hidden in Snake Mountain. 


Each character has five sets of characteristics: 
Strength, Agility, Intelligence, Life Force and 
Magic. With these and his skills in ither 
weapons or magic spells (or both), players 
venture foth into Snake Mountain, attempting 
to defeat the forces of Skeletor (with all the 
old favourites such as Evil Lyn and Beastman) 
and escape with the Crown Jewels. 


The game is similar to the Dungeon game 
available, where the players select pieces, 
wander through a dungeon and fight whatever 
is in a particular room. As in Dungeon, 
players are unaware of what is in a room until 
they enter. 

I found the comic-book format rules particular- 


ly entertaining. The Sorceress summons some 
unknown youth from our world to the world 
of Eternia where he is to led through all the 


SUL’EEM 


The Sleeping Dragon presents 
Australia’s newest play-by-mail game, 
Sul’eem, a solo fantasy campaign set in 
an unique world of scorching deserts, 
dense dark forests; and rolling plains. 


various abilities and weapons available. Fasa 
has however, produced a rules summary at the 
rear of the book for those of us who have 
trouble comprehending the comics. 


The game is designed to be played without a 
referee and therefore solo play is_ easily 
accomplished. As the players enter rooms, 
they roll on an enounter matrix to see waht 
they meet. However this can lead to a very 
long and drawn out game. With only a few 
minor rule changes, a referee can be added and 
speeds things up considerably if just a few 
moments are spent before the game (perhaps 
half an hour) to draw up a list of encounters. 
This too, goes for the combat system where, 
with a small bit of preparation before the 
game, things will run more smoothly. 


Essentially this is a kid's game and hardened 
gamers who like to spend hours on character 
development should probably stay away. 
Being a bit of a MOTU fan though, I quite 
enjoyed reviewing the game and_ will 
undoubtably drag it out of the mothballs 
again when I am looking for a fun evening. 

Nick Calder 


PURPLE HEART 

Published by Victory Games 
Designed by Joseph Reiser 
Recommended Retail Price $45.00 
Number of players: 1 

Playing time: 3-5 hours 

Set-up time: 15 minutes 
Complexity: 2 

Solitaire Playability: 3 
Distributed by Jedko Games 
Review copy provided by Jedko 
Games 


Victory Games seems to have decided there is 
a real market for solitaire games out there and 


is pursuing those sales with a _ vengeance. 
When Ambush! came out a few years ago its 
appearance was treated with a certain jaundiced 
eye as industry watchers remembered the 
dismal failures of previous solitaire games. 


But the Ambush! senes has reversed all that. 
The series now includes the original, the 
Move Out! module and now Purple Heart. 
Indeed, there is even the prospect of a Civil 
War series of solitaire games with the first, 


Mosby's Raiders, due out soon. 

And for all those fans of the Pacific Wars 
there is an Ambush! type game coming up on 
exactly that subject, although apparently a 
hew design is being used. 

This second module contains a lot for the 
Ambush! enthusiast, but still requires the 
original Ambush! game to be playable - but 
not the first module: Move Out! The box is 


TRAVEL TO ORIGINS 86! 
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return ex, Sydney or Brisbane or 
$1,360 ex Melbourne or $1,850 to Los 


Angeles and then round the world. 


Significant savings can also be 
obtained on 21 day and 35 day 
unlimited travel air tickets within 
the US. 

Travel is being organised by Tony 
White of The Last Grenadier in 
Brisbane through Traveland on 
Continental Airlines. 

Gamers interested should contact 
Tony White as soon as possible on 


(07)229 1903 


Sul’eem is an adventure, mystery, and 
intrigue — an experience rather than a 


game. 
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standard sized except for being half-height as 
in the previous module. 


Inside the box, a wealth of new items. First, 
three new maps! There is a Map C, of the 
same size as the previous maps and depicting 
a French vineyard complete with Chateau and 
outlying buildings plus the beginnings of a 
lake. Map D is a half-sized map that overlays 
one of the previous maps, and contains a 
section of coastline complete with naval 
depot, docks, wharves and storage tanks. The 
third map is also a half-sized overlay and 
displays a heavy urban area with vast numbers 
of alleys and multi-level buildings. Also on 
this map is a statue - the penalty for 
destroying such being 100 victory points. 


Included are also 108 new counters. These 
provide such interesting items as_ E-boats, 
more Panzer IV's than you ever dreamed of 
encountering, motorcycle combinations, half- 
tracks, Shermans and even a complete train. 
Some 60 new character/vehicle cards for use 
with the six new scenarios presented and 13 
mission cards to mun those scenarios are 
included. The final and most important 
element is the 32 page rules and paragraph 
booklet. 


There are several pages of new rules and errata 
included besides the paragraphs. These 
explain the new actions, terrain and rules that 
will be encountered in the scenarios. Tanks 
can now push and crunch destroyed vehicles 
out of the way instead of mindlessly bumping 
into them continuously like a__ berserk 
clockwork vehicle. Vineyards, submarine pens 
and alley hexes all have their own peculiar 
tules. 


An optional rule that allows German soldiers 
to shoot at hidden targets is suggested and | 
highly recommend including it. It makes the 
Opposition a bit tougher. 


As with the rest of the Ambush! series, 
playing the scenarios as part of an ongoing 
campaign is an absolute must. Each of course 
can be played as a separate event but they do 


seem to have been designed to expect fairly 
tough American soldiers, so freshly generated 
soldiers will tend to get scragged. 


Each of the scenarios has a large number of 
surprises in store - more than that cannot be 
said without giving the game away. The 
location of the six includes paratroops on D- 
Day, various locations in France after the 
breakout, Germany in the Spring of ‘45 and, 
of course, another Ardennes scenario. 


The scenarios are replayable to a_ limited 
extent. The designer states that different 
events will cause different tactics in the 
scenarios; changed set-ups, or even different 
squad equipment can make a difference. To the 
limited extent that I have tested this it 


ad ae 


appears to be true. Expecting the same thing 
to happen can lead to heavy casualties. 


Again, as with the previous module, replaying 
the scenarios from the previous games is a 
good idea. This generates a new campaign 
squad, hones your fighting talents and gets 
more value from your previous games. 


Once you have played all the scenarios, there 
are a few paragraphs in the paragraph booklet 
that bear closer examination, just like in the 
original Ambush! They are: 630, 631, 640, 
644, 667, 670, 671, 696, 729, 963, 977, 
985 and 999. 

If you liked Ambush!, you will definitely want 


to play Purple Heart! 
Nigel Slater 


TRAVELLER BOOK 7 MERCHANT 
PRINCE 

Published by Game Designers' 

Workshop 

Designed by Marc W. Miller 

Additional Design by J Andrew Keith 
Recommended Retail Price $ 

Complexity Level: 3 

Distributed by 

Review from: 


It's been several years since the orginal 
Merchant Prince appeared as a_ special 
supplement in the Journal of the Travellers’ 
Aid Society No.J2, and in that time the 
special supplement has become virtually 
impossible to obtain in this country. The 
special supplement attempted to expand on 
the merchant generation system presented in 
the original Traveller rule books and did so 
adequately, though I know of one individual 
whose character obtained Admin - 7 using the 
supplement. 


Now GDW has released a full blown version 
of Merchant Prince to __ supplement 
Mercenary, High Guard and Scouts. Book 7 
begins with some basic information regarding 
the Merchant service and some background 
regarding the various transport companies in 
existance, ranging from mega-corporations 
down to free traders and one-man tramp ships. 
This information is very well presented and 
also covers companies that operate out of the 
other political blocs such as the Zhodani 
Consulate and the Aslan Hierate. 


Included here below each company is their 
home port and the terntory covered, all very 
welcome information for the overworked 


Traveller referee. 


The character generation system itself is very 
similar to that used throughout Books 4, 5 
and 6 and introduces several skills unique to 
Merchants in the Traveller universe, such as 
Legal and Trader, which make Merchants 
useful additions to a group of player 
characters rather than another form of cannon 
fodder the party can use as protection. The 
generation system is no more complex than 
the expanded system in the previous three 
books and actually shows a little streamlining 
over the previous three, which I put down to 
experience with these expansions. 


In the back of the book is contained a real 
gem for the Traveller universe; a new system 
of trade; a more complex, realistic system of 
trade which was created with the assistance of 
extensive computer simulation. The system 
takes into account the various types of planet 
encountered and applies modifiers to influence 
prices and simulate market pressures in a free 
market system. Many people could be 
intimidated by the system, but with a little 
work it all comes together. 


This module has been a long time coming and 
has made a very welcome entrance into the 
world of Traveller, nicely rounding off the 
major types of player characters available in 
both basic and advanced system generation. 
The trade rules make this activity more 
realistic, without sacrificing _ playability, 
which is a great improvement over the system 
presented in the original Traviler rules. The 
background is always welcome to a poor 
Traveller referee who is always looking for 
new material, such as myself. 


I recommend this book because it makes 
playing merchants interesting and allows for 
well rounded characters. The book is a 
welcome addition to my _ collection of 
Traveller material and should be welcomed by 
all Traveller players. 

Paul Camillos 
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At First 
Glance 


Games and other items of 
interest recieved recently 
by Breakout. 


Compiled by Paul B Garnham. 


BOARDGAMES 
The Avalon Hill Game Co 
Devil's Den. By Dr David Martin and 


Leonard Millman, with development by Bruce 
Shelley. A company/battalion level simul- 
ation of the Confederate assaults against the 
Union positions at Devel’'s Den and Little 
Round Top on the second day of the Battle of 
Gettysburg, July 1863. 520 standard half inch 
die-cut counters, <200 of which are unit 
counters. Excellent multi-color mounted 55 
cm x 80 cm map. Two player aid cards, 32pp 
rule book includes histoncal commentary and 
two d6. Each turn represents 8 mins and each 
hex is 30 yds across. Four scenanos including 
a major battle and two vanants. Complexity 3- 
4, solitaire playability 4. Available from 
Jedko for $54.95. 

Omega Games, Florida. 

Main Battle Area: Modem Tactical Com- 
bat in Europe. Design by Bill Gibbs. Platoon 
and section level game in which players take 
role of US battalion task force or Soviet 
Regimental commander. Game includes 31 x 
20 inch 3 color thin paper glossy map, 2 


CRTs, 2 pads of planning charts, 4 rules 
booklets (!), a considerable number of 
scenanio, play aid, and glossary of terms 


cards, 2 decimal dice, 600 die-cut counters in 
sturdy large flat box. You get a lot for your 
money! Game scale is 250 metres per (square) 
hex and time scale, 10 mins. Units include all 
the major US and Soviet maneuver units. An 
interesting first game by a new firm. RRP 
$64.50 from Australian Games Distnbution. 
Ranger: The Challenge of Patrolling. 
Design by Bill Gibbs. Innovative Patrol type 
game which combines boardgame and _ role- 
playing elements with random tactical events 
to create the night ‘feel’. Thirty minute tums, 
50 to 3000 metre ground scale. Components 
include laminated 51 x 41 cm map, Tactical 
Events booklet, Patrol Record log, and other 
play aids, and 2 dice in sturdy flat box. No 
counters and no hex gnid; instead a grease 

ncil is used to locate fnendly and enemy 
orces as appropriate. RRP $42.50 from AGD. 
Victory in Europe: The Collapse of Nazi 
Germany December 1944 - May 1945. Design 
by Don W_ Alexander. Corps/Army level 
simulation of the final phase of WW2 in 
Europe. Components include full color 20 x 
31 inch thin paper glossy four color map, 
400 die-cut counters, a number of play aid 
charts, 12pp rules/OOB booklet in sturdy flat 
box. Fairly conventional large-scale  treat- 
ment. RRP $42.50 from AGD. 


Task Force Games 


Fourth Reich: Pure Men vs the Mutants. 
Designed by Dana Lombardy. Fascist fantasy 
set in the far future where a genetically pure 
man, Max Hetler (sic) leads a crusade against 
the mutants. A two-player game set on a map 
closely based on Central Europe, good quality 
plastic dice, 84 standard die-cut counters, 43 x 
56 cm four-color paper map with large hexes, 
8pp rule book. PGG in drag. Complexity 2, 
solitaire playability 3. Available from Jedko 
for $29.95. 


TSR 


Sirocco: Desert Raiders Battle Game. 


Designed by Douglas Niles, with Master rules 
by Dave Cook. (Very) loosely based on the 
battle of Kasserine in February 1943, game 
includes mounted map-board with novel 
square/ hex/area movement system. Basic 4pp 
rulebook, l6pp digest sized master rule-book. 
Game also contains 6 dice, 82 plastic pieces 
and a variety of attractive cards. Obviously 
Cesigned as an introductory game, this is an 
attractive marketing exercise — probably 
suitable for ages 10 up. Complexity 1-2, 
solitaire playability 1. Available from Jedko 
for $44.95. 


FASA Corp 


Battle Tech: A Game of Armoured Combat . 
Designed by Jordan K Weisman. Design 
assistance and chief developer L R "Butch" 
Leeper. Second edition of Battledroids, and 
‘recreates’ tactical combat set in the 30th 
century. Includes 48 full-colour stand-up 
playing pieces with front and back views, 
sufficient for four companies; 120 color unit 
insignias, 24 plastic holders, a 48page rule 
book with beginning, advanced, expert and 
optional rules, plus 10pp of history, back- 
ground and technical information and SSD- 
like sheets for players to record details of 
each unit. Plus two d6 additional counters and 
two large counter sheets. The rmule-book 
appears to be particularly well-structured. 
Available from Jedko. 


MINIATURES 


Maelstrom Publications 


Maelstrom: Rules for the Ancient and Early 
Medieval period. Wntten by S G Wheaton. 
44pp digest sized rules booklet plus chart. 
The South Australian Historical Wargaming 
Society, the Group North Wargaming Society, 
the Canberra Wargames Society and_ the 
Spartan Association all assisted in developing 
the rules. To be reviewed in the March 
edition. Production by G Mellor. 


Military Miniatures/Tin Soldier 


Several new groups of figures have been added 
to this range of 15mm Napoleonics figures 
produced under licence from the New Zealand 
firm Military Miniatures by Tin Soldier. The 
review samples include 12 Bnitish light 
infantry, 5 French Dragoons with horses and 
a British gun team with crew and horses. Each 
$0.40 from Tin Soldier. 


ROLE-PLAYING 


The Avalon Hill Game Company 


Vikings: A RuneQuest Supplement. Whiten 
by Greg Stafford and Sandy Petersen. AH's 
licenced version of Chaosium's  onginal 
product. Contains players book intended for 
both player and gamemaster use. Gamemaster 
book, exclusively for gamemeaster, providing 
useful background; Scenario book solely for 
the gamemaster, with important tips on 
constructing a Viking campaign with a ready 
to use Suggested Campaign; the Vikings 
Digest, with ready to use statistics as an aid 


Please note if you wish to review any of the 
products listed below write to:- 

Mr. Paul Gamham 

Snapshot Coordinator 

Breakout Magazine 

PO Box 162 

MOOROOLBARK VIC 3138 


Items marked with an asterisk have alredy 


been allocated for review. Books are generally 
not available. All prices shown are Recom- 
mended Retail Prices. Although these are as 
accurate as possible at the time of publicat- 
ion, Breakout can take no responsibility for 
errors, Changes after this material is prepared, 
or special terms which traders may offer. 


for the gamemaster; two-color Players Map 
which provides a detailed view of the 
Characters’ world; Stead diagram and a Ship 
Plan and a selection of Adventurer Sheets. 
Available from Jedko for $34.95. 


Nonhuman Adventurer Sheets and 
Human Adventurer Sheets for RuneQuest. 
Pads of sheets. Pads of official two color RQ 
forms with a variety of different characters in 
each set. The Nonhuman set contains 
adventurer sheets for nine nonhuman species: 
broos, centaurs, ducks, dwarfs, _ elves, 
halflings, ogres, orcs and trolls. The pad 
includes a mulitple hit location sheet. 
Available from Jedko for $24.95 each. 


Powers and Perils Book of Tables. 
Contains a 48 page book, three Reference 
Screens and a pad of Adventure Record Sheets. 
The book presents the major tables from 
P&P, errata that pertain to the books and new 
tables that will particularly help Referces. 
Available from Jedko for $16.95. 


Hero Games 


Champions: the Super RolePlaying game 


by George Macdonald and Steve Peterson. 
Contains Rulebook, introductory solo 
adventure, a campaign book and _ three 
interlocking Viper's Nest adventures. Do 
battle with superheroes and supervillains for 
the destiny of the human race, recreate the 
fanciful world of the comic books and pulp 
adventure novels and even create your own 
heroes. Box inclues a copy of the 96pp 
Champions rulebook, the 4Q0pp Champions 
Campaign book including 8 blank Character 
Sheets, a 17" x 22" map with 25mm hexes, 
with blank 25mm hexes on the reverse side. 
Game includes a good intro to the game and 
RPing generally. Available from Ventura 
Games. 


FASA 


The Masters of the Universe’ Role 
Playing Game Designed by Ross_ Babcock. 
Wnitten by Jack Harms. Each game contains a 
17" x 22" full color map representing the 
catacombs of Snake Mountain; 14 full color 
stand-up cardboard playing pieces; 40 color 
markers showing the treasure, magic items 
and weapons markers; and 24pp rule book. 
The last-named is of a novel concept, most of 
the text being in comic-strip form. The whole 
game is apparently intended for young 
persons and as RPGs go, is fairly simple. 
Uses the popular Mattel characters. Available 
from Jedko for $34.95. 


Games Workshop 


Golden Heroes: The Role Playing Game of 
Super Heroes. Designed by Simon Buley and 
Pete Haines. An RPG of comic-book heroes. 
The Player's Book provides everything that 
players need to know to create and play their 
Superheroes: character generation; Super 
power decriptions, combat notes; details of 
attnibutes; weaponry; character sheets. The 
Supervisor's book provides everything the 

...continued on page 46 


Club News 


LINES OF 


COMMUNICATION 


by Adrian Pett 


EVENTS CALENDAR 


APRIL 1986 


4th AUSTRALIAN OPEN TEAMS BOARD- 
GAMES CHAMPIONSHIPS Anzac Day Long 
Weekend, 25, 26 & 27 April. Play is between teams of 3 
or more players. Enquiries: Canberra Wargames 
Society, GPO Box 1016, Canberra, ACT 2601; Avi 
Solomon (062) 812 173 AH, Paul Sjollema (062) 851 
138 AH 


DIPLOMACY OPEN Held 25-27 at Eastwood 
Community Centre. Enquiries: M Gibson, 4 Oxenbould 
St, Parkside, SA 5063; or Simulation Gaming Assoc, c/- 
Student's Assoc, University of Adelaide, GPO Box 498, 
Adelaide, SA 5001 


MAY 1986 


CAULDRACON To be held 24-25th May, at St 
Andrews Church Hall, cnr St Andrews and Church 
streets, Brighton. Planned Maxatoumaments of AD&D, 
Call of Cthulhu, and minor tournaments including 
Runequest. Enquiries: Douglas McKiggan (03) 592 
7603, 11 Boxhall, Brighton, Vic 3186 


JUNE 1986 


TIN SOLDIER CONVENTION Queen's Birthday 
weekend 7-9th. Enquiries: 2nd Floor Dymocks 
Building, 424 George St, Sydney, NSW 2000 


3RD ANNUAL CHALLENGE = § (TRI-CLUB) 
TROPHY 

This year will be hosted by the ACT Scale Model 
Society. Enquiries: ACT Scale Model Society, PO Box 
362, Manuka, ACT 


JULY 1986 


ORIGINS'86 The American gaming convention held 


This issue Line Of Communications is filled with further 
details that unfortunately arrived too late to be included 
in the comprehensive Game Clubs and Computer User 
Group Directories published in the 2nd Reference 
Edition. 


CLUB DIRECTORY 


NEW SOUTH WALES 


Ashbury Barbarians 
Meets 9am to Spm 2nd Sunday of the onth at Ashbury 
Scout Hall, Cheviot St, Ashbury. Play 15mm and 25mm 
Ancients, Renaissance and Horse & Musket 25mm. 
Enquiries: Stuart Ruthven (02) 93 3953; 70 William St, 
North Manly, NSW 2100 

The Battle Group 
Squad Leader gaming club, use all the gamettes of Squad 
Leader. Meet every Friday night and some weekends at 
members home. Contact: John Kane (02) 810 1046; 23 
Ryan St, Lilyfield, NSW 

Birrong Wargames Club 
New contact details: For Miniatures conatct Wayne 
Morrison (02) 728 2386, 10 Cook Ave, Canley Vale, 
NSW 2166; For Fantasy/D&D contact: Robert Prior 
(02) 649 9297, 2 Beaumont St, Aubum, NSW 2141 

Heathcote and Engadine Games Group 
Enquiries: 79 Thurlgona Rd, Engadine, NSW 2233 

Newcastle Wargames Club 
Meet on 2nd and 4th Sunday of each month at Henderson 
Park Hall, Locyer St, Adamstown. Play: Ancients, 
Medieval, Renaissance, Napoleonic land & naval, WWI 
Aerial, WWII land & naval, Modern and Ultra Modern, 
Science Fiction and Boardgames. Contact: Trevor 
Raymond (049) 66 3224, 36 Mumford Ave, Thornton, 
NSW 2322 


on 3-6th July at LA Airport Hilton Hotel, Los Angeles, 
California, USA. (Tony White of The Last Grenadier, 1 
North Quay, Brisbane, Qid 4000 is organising a group 
booking for interested gamers). 


AUGUST 1986 


THE GUNS OF AUGUST Held Ist weekend of 
August in Bundaberg. Miniatures and Boardgame 
events. Open to any club that can send 3+ members. All 
team events. Enquiries: Britt Holtsclaw (071) 793 275, 
19 Coolanblue Ave, Innes Park, Qld 4670 


INTERNATIONAL WARGAMES CHAMPION- 
SHIPS (UK) The Newcastle Wargames Society is 
organising an Australian contingent of teams to attend 
this event in the UK. 


OCTOBER 1986 


8th NEWCASTLE WARGAMES CONVENTION 
October long weekend in NSW. Competitions include 
Ancients, Pike and Shot, Horse and Musket. Enquiries: 
G Hain (049) 69 6212, PO Box 539 Newcastle, NSW 
2300 


SAGACON'86 October long weekend in SA. 
Enquiries: Adelaide University Simulation Gaming 
Association, University of Adelaide, North Terrace, 
Adelaide, SA 5000 


STATE ANCIENT 15mm CHAMPIONSHIPS 
Present proposal is to hold this annual event at the 
SAHWS club premises. Enquiries: Simon Wheaton (08) 
387 1642, 39 Nari Drive, Sheidow Park, SA 5158 


NOVEMBER 1986 


ANNUAL HOBBY FAIR At the Annual Hobby Fair 
held at Wayville Showgrounds several wargames clubs 
put on a joint exhibit to help promote the hobby. Contact 
SAHWS, GPO Box 2217, Adelaide, SA 5001 for details. 


University of Wollongong Simulations Game 
Society New contact: Jimmy Whitehead (042) 292 
837, 1/63 Gilmore St,West Wollongong, NSW 2500 


SOUTH AUSTRALIA 


Blazing Lincoln Knights 

Meet at members homes by arrangement Play Risk, 
Claim, Axis & Allies, D&D (ranging from Basic to 
Masters - they gave up on AD&D), Wargames (now 
catering for most periods), Computer gaming 
(primarily ZX Spectrum 48K & Spectrum +, with some 
C-64 support). Most members live in Adelaide during 
the year pursuing academic excellence at various 
Tertiary Institutions. However they return to Port 
Lincoln during the holidays. In Adelaide the club can be 
contacted through Peter Ison or Martin Jacob at St 
Marks College, 46 Pennington Terrace, North Adelaide, 
SA 5006. President: Greg Heath, 7 Mason St, Port 
Lincoln, SA 5606 


TASMANIA 


The Players Brotherhood 
Refer to The Valar 

The Valar 
Meets by appointment at the Burnie Adult Education 
Centre. Plays many popular Board and Role-Playing 
games (Champions, Twilight 2000, Chill, MERP etc). 
Also plays some Ancients 25mm and Fantasy 25mm. 
Fees: $4 per annum. Contact: Sean Gleeson (004) 31 
3179, 16 View Rd, Bumie, Tasmania 7320 


VICTORIA 


Frankston Wargames Association 


Meets 2nd Sunday of the month at 19 Wellington Rd, 
Somerville. Plays Napoleonic 25mm 15mm (Quarrie); 
Ancient 25mm 15mm (WRG); Colonial Skirmish 
25mm; some Boardgames. Contact: PO Box 706, 
Frankston, Vic 3199 
Warriors Of The Ancient/Napoleonic 

Now meet each Thursday at 19 Wellington Rd, 
Somerville from 7pm to 10.30pm. Play Ancients 15mm 
25mm (WRG); Napoleonic 25mm (Quarrie Campaigns 
in Miniature rules). Fees: $6 Adult. Contact: WOTAN, 
PO Box 706, Frankston, Vic 3199; Phone (059) 77 4908 


WEST AUSTRALIA 


Perth Wargames and Modelling Society 
Refer to 'OKW - Perth’ 

OKW - Perth 

Meets fortnightly. Plays WWII; Ancients; WWI; Naval; 
all Micro scales; ACW; Medieval; Western Skirmish; 
Computers. Enquiries: Dave Manson (09) 446 4483, 11 
Decima St, Innaloo, WA 6018 

OKW - West 
Meets by arrangement. Plays WWII; ACW; Medieval; 
Ancients; all micro scales; very strong Sci-Fi element. 
Enquines: Greg Turkich (097) 611 666, Bridgetown 
Police Station, Bridgetown, WA 6255 

The Wandering Association of Strategic 

Players New contact details: Nigel Edwards (09) 332 
6879; PO Box 357, Willetton, WA 6155 


NEW ZEALAND 


Napoleonic Association of New Zealand 
Only change Annual Subscriptions now: Full memership 
$30, Associate $10 


MICRO COMPUTER 
USER GROUPS 


AUSTRALIAN CAPITAL TERRITORY 


Adam User Group 
Refer to Victorian entry 

Australian Adventure Club 
Caters mainly for Apple and Commodore 64 owners, 
but also welcomes other owners. Their software library 
has public domain adventure games. C-64 owners 
contact Chales Newton, 19 Cloncurry St, Kaleen, ACT 
2617; all others contact Bernard Wiemers, 10 Tardent 
St, Downer, ACT 2602 

AZUA (Australian ZX Users' Association) 
Meets 7.30pm last Wednesday of each month at the 
Woden Valley High School Library. Produces a bi- 
monthly magazine The Australian Sinclair Gazette’, 
caters for Sinclair ZX81, ZX Spectrum and QL. 
Subscription $8 students/pensioner, $10 employed, $12 
professionals. Enquiries: AZUA, 50 Waller Crescent, 
Campbell, ACT 2601; David Vernon (062) 47 9505S; 
David Rutherford (062) 88 1217 

Super 80 Users Group 
Have been informed by Tom Hayes that this group is 
now defunct. 


NEW SOUTH WALES 


Ausborne User Group Ltd 
Meets at 6.30pm 3rd Wednesday of each month at the 
Burwood RSL, 96 Shaftesbury Rd, Burwood. This 
group caters for all models of Osborne and Osborne 
compatible computers. Have a Bulletin Board on (02) 
439 7072. Enquiries: PO Box C530, Clarence St, 
Sydney, NSW 2000 

Bathurst Computer Group 
Meets on 2nd & 4th Friday of each month at 7.30pm at 
West Bathrust Public School. Is a general group catering 
for users of all personal computers. Enquiries: Liz 
Haddon, 10 Uralla Circuit, Kelso, NSW 2795 

Blue Mountains Microbee User Group 
Note address should have been Ave not Rd 


BALLARAT VIC 
Mind Games 

107 Bridge Mall, 
Ballarat 

(053) 31 7001 


BANKSTOWN, NSW. 
Eazy Play Games 

242 Bankstown Square, 
Bankstown 

(02) 700 100 


BRISBANE, QLD 
The Last Grenadier 
1 North Quay, 
Brisbane 

(07) 231 4464 


CAMBERWELL, VIC 
Games Parlour 

859 Bourke Rd, 
Camberwell 

(03) 822 885 


CANBERRA, ACT 
Games'N' Stitches 

19 Bailey's Corner, 
London Circuit 
Canberra 

(062) 496 828 


CANTERBURY, VIC 
Mind Games 

103 Maling St, 
Canterbury 

(03) 836 2080 


DONCASTER, VIC. 

The Games Parlour 

Shop 16b Doncaster Shopping 
Town 

Doncaster 


FRANKSTON, VIC 
Mind Games 


(03) 783 8054 


HAMPTON, VIC. 
Games World 

Shop 8 

427 Hampton St, 
Hampton 

(03) 598 1014 


KEYSBOROUGH VIC 
Shop 143 Parkmore 
Shopping Centre, 
Cheltenham Rd 
Keysborough 

(03) 798 7757 


MALVERN, VIC 
The Depot 

1933 Malvern Rd, 
East Malvern 

(03) 257 002 


MALVERN, VIC 
Mind Games 

275 Glenferrie Rd, 
Malvern 

(03) 509 3174 


MELBOURNE, VIC. 
Mind Games 

244 Swanaton St, 
Melbourne 

(03) 663 4603 


PARRAMATTA, NSW 
The Game Master 

Shop 17 Mayfair Mall 
Church & George Sts, 
Parramatta 

(02) 633 4261 


PENRITH, NSW 
Dragon's Hoard 
Shop 10 NK Centre 
450 High St, 
Penrith 

(047) 210 0392 


PERTH, WA. 
Simulations 

Upstairs Cremorne Arcade 
576 Hay St, 

Perth 

(09) 325 4652 


Sth YARRA, VIC. 
Mind Games 

591 Chapel St, 

Sth Yarra 

(03) 241 7745 


SYDNEY, NSW. 
Mind Games 

27b Wesley St, 
135 Castlereach St, 
Sydney 

(02) 287 8892 


SYDNEY, NSW. 

Napoleon's Military Bookshop 
336 Pitt St, 

Sydney 

(02) 264 7560 


THORNBURY, VIC 
Warlords 

857 High St, 
Thornbury, 

(03) 484 4582 
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Club News 


Central Coast Microbee Computer Club 
Meets 7.30pm Ist Tuesday of the month at the Microbee 
Factory. Enquiries: Max Maughan, c/- Microbee 
Systems Ltd, PO Box 41, West Gosford, NS W 2250 

Gosford Commodore Users Group (GOSCOM) 
Meets 7.30pm 3rd Wednesday of each month at the East 
Gosford Public School Library. Produce monthly news 
magazine and have a large public domain software 
library. Enquiries: GOSCOM, PO Box 86, Umina 
Beach, NSW 2257 

Great Western Users Group 
Meets 8pm Ist Tuesday each month at Greystanes 
Community Hall, Merrylands Rd, Greystanes. Have the 
following special interest groups: Apple, Commodore, 
Sharp, TRS80, IBM, Modems, Games, Basics and 
Hacking. Enquiries: PO Box 210, Wentworthville, NSW 
2145; Jim Graham (02) 636 9219 

HP Desktop Computer Users Group 
David Sade, Building Research Centre, School of 
Building, UNSW, PO Box 1, Kensington, NS W 2033 

IREE Computer Group 
According to Bruce Ridley group is defunct. 

Kaypro User Group 
Harry Richards, PO 30x 975, Chatswood, NSW 2067 

Sydney Commodore Users Group (SYDCOM) 
Meets 7.30pm 2nd Wednesday of each month (except for 
January) at Abraham Mott Hall, Argyle Place, Millers 
Point. Have a disk library of public domain software, a 
bimonthly magazine the ‘Peripheral’, also has access to 
the BBS "RCOM"” on (02) 667 1930. Enquiries: GPO 
Box 1542, Sydney, NSW 2001 

Texas Instruments Sydney Home Computer 
User's Group Have software library, bulletin board 
and monthly newsletter. Enquines: PO Box 149, 
Pennant Hills, NSW 2120; Phone (02) 848 0956; 
Mailbox on the Minerva network is JLROO1. 

Tuggerah Lakes Commodore Users Group 
Meet Ist and 3rd Thursday of each month at the Old 
Wyong Pnmary School at 7pm. Have a public domain 
software library and produce a monthly newsletter. 
Enquines: Frank James (043) 90 7339, 125 Woolana 
Ave, Budgewoi, NS W 2262 

Tuggerah Lakes Computer Users Group 
Refer to Tuggerah Lakes Commodore Users Group’ 

Wagga Wagga Computer Club 
Meets 7.30pm 2nd Wednesday of each month (except for 
January). Phone (069) 234 723 for location details since 
they hope to change location. Enquiries: PO Box 844, 
Wagga Wagga, NSW 2650 


NORTHERN TERRITORY 


Ad Lib VeeZed Micro Club 

For VZ-200 and VZ-300 users. Publish a beginner's 
guide to programming called ‘Micro Magic’ 
subscription $15 for 6 issues, otherwise membership is 
free. Encourage members to participate in a Cassette 
Exchange. Write for a sample of Micro Magic. 
Enquiries: Gordon Browell (089) 27 2830, 7 Abbott 
Cres, Malak, Darwin, NT 5793 


QUEENSLAND 


Brisbane Spectravideo & MSX Users Group 
Meet 7.30pm 3rd Tuesday of each month at Logan City 
Education Centre, Block G, Woodridge Primary 
School, Wembley Rd, Woodridge. Members receive a 
monthly newsletter. Membership is $15 per year. 
Enquiries: Mrs Lucille Parker (07) 208 5951, 25 
Primrose St, Woodridge, Qld 4114 

Brisbane Southside Spectravideo Users Group 
Refer to ‘Brisbane Spectravideo & MSX Users Group’ 

Computer Education Center 
Teaching the uses and fundamentals of personal 
computing. Specializing in childrens needs. Situated in 
two locations with classes held on the weekend, 
Enquines: Patrick Carswell at either 60 Lade St, 
Enoggera, Qld 4051 or 22 Brand St, Bundaberg, Qld 
4670 

Darling Downs Apple Users Group 
Meets 3rd Tuesday of each month at Toowoomba 
Education Centre, Baker St, Toowoomba and caters for 
all Apple users including II+, IIE, IC and Macintosh. 
Have a once only membership fee and a subscription 
which covers a monthly newsletter. Enquiries: PO Box 
53, Darling Heights, Qld 4350; Alan Chapman (076) 38 
4853 AH, (076) 32 3933 Ext 1 BH 

Mackay Microbee User Group 
Have been informed group no longer exists. 

Queensland CP/M Users 
All persons owing, using or interested in any type of 
CP/M computer are welcome. Meet on the last Sunday of 
each month at the University of Queensland Civil 
Engineering Work Room 1.01 (off Staff House Rd) 
from approx lpm Annual fees are a nominal $2. 
Enquines: PO Box 1025, Milton, Qld 4064; G Davy 
(07) 369 4288 


Queensland Sorcerers User' Group 
Has been absorbed into the ‘Queensland CP/M Users' 
SEGAsands User Group (Qld) 
Enquiries: Robert Horkings or Sharon Reilly (07) 525 
603, PO Box 148, Fortitude Valley, Qld 4006 
Townsville Microbee Users Group 
Now also cater for country members at 50% of normal 
fee for access to the newsletter and library facilities by 
mail. Enquiries: PO Box 5751 Mail Centre, Townsville, 
Qld 4810; phone (077) 734 236; Viatel No 777342360 
University of Qid Osborne Users Group | 
Meets 7pm 2nd week of each month (on Tuesday for odd 
months and Wednesday for even months) at Room 311, 
Axon Bldg, cnr College Rd and Staff House Rd, 
University of Queensland. Enquiries: Glen McBride c/- 
Womens College, College Rd, St Lucia, Qld 4067; Glen 
McBride 870 1177; Richard Duczmal 359 0405 
ZX Spectrum Association 
Refer to ‘Computer Education Center’ 


SOUTH AUSTRALIA 


Adelaide Lotus Users Association 

Meets 5.45pm Ist Tuesday of each month at MiSoft 
Computers Pty Ltd, Dulwich - except for January (no 
meeting) and November (2nd Tuesday). A newsletter is 
distributed each month to members and the first year's 
membership is $20. Enquiries: c/- MiSoft Computers 
Pty Ltd, 164 Fullarton Rd, Dulwich, SA 5065 

South Australian Commodore Computer Users 
Group Meet'7.30pm ist Tuesday of each month at 
Gilles St Primary School, Gillies St, Adelaide. Has 
software library and a booklending library. Also publish 
a monthly newsletter ‘Bits and Bytes’. Enquiries: PO 
Box 427, North Adelaide, SA 5006; Lilly Woer (08) 263 
6349; Don Cutting (08) 250 4851 


TASMANIA 


Tas-Micro 
Mail sent to Peter Deckert, 1/456 West Tamar Rd, 
Riverside, Tas 7250' was returned marked “not at this 
address" 

The Tasmania Small Computer Users Group 
A.Appleby, 17 Ninabah St, Howrah, Tas 7018; Phone: 
445547, 302386 


VICTORIA 


Adam Owner's & User's Group 
Support for owners includes advice, quarterly 
newsletter also the provision of consumables and 
software at competitive prices. Enquiries: Denis Riley 
(052) 522 237, 10 Old Geelong Rd, Point Lonsdale, Vic 
3225 

AMIGA Users Group 
Enquines: c/- MICOM, PO Box 60, Canterbury, Vic 
3126 

Atari User Group Melbourne 
Mail sent to ‘Kevin Eldndge, PO Box 173, Reservoir, 
Vic 3073' was returned marked "Left Address" 

BUG 80 (Burwood Users Group) 
Have been informed by R Chandler that this group is 
defunct. 

Colour Computer Club (Geelong) 
Meets at 8pm on Ist Fnday of the month at Geelong 
College. Membership with newsletter and use of tape 
library is $42 per year. Postal subscription to newsletter 
is $15 per year. Enquiries: David Collen (052) 432 128, 
12 Hereford Drive, Belmont, Vic 3216 

CP/M Users Group 
Meets 7.30pm 4th Tuesday of month at State College 
Burwood campus, community resources building E. 
Admission $1. Enquiries: c/- MICOM, PO Box 60, 
Canterbury, Vic 3126; Stephe Welker (059) 78 6133 

Geelong Commodore Computer Club 
Meets 7.30pm 2nd Friday at Reform College, Maud St, 
Geelong. Enquiries: Peter Hamilton (052) 754 949; 39 
Vermont Ave, Corio, Vic 3214 

Hitachi Users Group (Melbourne) 
Meets 8pm Ist Friday of month at Templestowe 
Technical College. Enquiries: via MICOM; or Branko 
Colavizza (03) 842 4901, PO Box 191, Rosanna, Vic 
3084; Robert Flegg (03) 718 4023 

MBUG Australia Inc 
Meet 7.30pm on 2nd (general meeting night) and 4th 
(hackers (CP/M) night) Wednesdays of the month at 
Mount Waverley Community Centre, cnr Stephensons 
and Miller, Mt Waverley. Have Bulletin Board on (03) 
873 5734. Enquiries: PO Box 157, Nunawading, Vic 
3131; Axel Joscht (03) 859 1541; John Button (03) 578 
8145; Grant Forest (03) 874 8728 


Melbourne Commodore Club Inc. 
Meet on 3rd Tuesday of the month at the Nunawading 
Civic Centre (next to Library) at 7.30pm. Enquiries: PO 
Box 252, Northcote, Vic 3070 


Melbourne Microbee Users Group 
Refer 'MBUG Australia Inc’ 
Melbourne PC User Group Inc 
Timothy O'Connor (03) 481 1009; GPO Box 1728P, 
Melboure, Vic 3001 
Melbourne VIC 20 User Group 
Refer to Melbourne Commodore Club Inc. 

MICOM (The Microcomputer Club of 
Melbourne Inc) Meet at 2pm on 3rd Saturday of the 
month at State College Burwood campus. Membership is 
$15 per year. Run a Bulletin Board and library. Special 
interest groups (AMIGA Users Group, The CP/M Users 
Group, Hitachi Users Group, Motorola User Group, 
Otrona Users Group, Prolog Group, Sanyo Users 
Group, Social Implications Group, Victorian Big Board 
Group). Enquines: MICOM, PO Box 60, Canterbury, 
Vic 3126 

Motorola Users Group (68xx) 
Meets 7pm 2nd Tuesday of month at Balwyn Branch 
Library, cnr Talbot Ave and Whiehorse Rd, Balwyn. 
Enquines: c/- MICOM, PO Box 60, Canterbury, Vic 
3126; Frank Crivelli (03) 434 3806 

Motorola Users Group Society (MUGS 68xx) 
Refer to Motorola Users Group (68xx) 

The Otrona Users Group 
Meets Ist Monday of month at members homes. 
Enquiries: c/- MICOM, PO Box 60, Canterbury, Vic 
3126; David Broadbent (03) 528 2792 AH 

Peach Users Group (Melbourne) 
Refer to 'Hitachi Users Group (Melbourne)' 

Personnal Programmers of Melbourne Club 
Refer to ‘Pocket Portable Programmers of Melbourne 
Inc’ 

Pocket Portable Programmers of Mcelbourne 
Inc Interested in small calculators/computers of the HP, 
Epson, Sharp, Casio, Tandy variety. Basic and Forth are 
their two languages of interest. Meet at 8pm 3rd 
Tuesday of month at Room 903, Menzies Building, 
Monash University. Enquiries: Paul Cooper, 40 Karen 
St, Box Hill North, Vic 3129 

Prolog Group 
Meets to discuss aspect of artifical intelligence and 
knowledge based machines. Enquines: c/- MICOM, PO 
Box 60, Canterbury, Vic 3126; Tim Falkiner (03) 836 
4023 

Sanyo Users Group 
Enquines: c/- MICOM. PO Box 60, Canterbury, Vic 
3126; Luke Bellani (059) 64 7702 

Sharp Computer Users Association 
New Contact details: GPO Box 1055J, Melboume, Vic 
3001; Arthur (03) 890 0092; Kevin (03) 233 9227 

Sharp Computer User Group 
Refer ‘Sharp Computer Users Association’ 

Social Implications Group 
Enquines: c/- MICOM, PO Box 60, Canterbury, Vic 
3126; Tony Smith (03) 370 3566 

The Victorian Big Board Group 
Meets at 8pm 3rd Wednesday of month at Surrey Hills 
Community Centre, 157 Union Rd, Surrey Hills. 
Enquiries: c/- MICOM, PO Box 60, Canterbury, Vic 
3126 

Western Suburbs Microbee Users Group 
(WESTMUG) Meets on Ist Wednesday and 3rd 
Thursday at 7.30pm at the MS Centre, 181 Furlong Rd, 
St Albans. Membership fee $20 per annum. Includes 
access to R/CPM system (AM-NET) operating 24 hours 
(03) 366 7055S - membership to R/CPM system only $5 
per annum. Enquines: PO Box 299, St Albans. Vic 
3121; Ian Walker (03) 741 3625 

Wizzard User Group - Victoria 
Membership fee now $5 per year. Enquiries: Barry 
Klein, 24 Russell St, Bulleen, Vic 3105; phone (03) 850 
7275 
Yarrawonga Computer User Group 
According to Chns Younger this group no longer exists. 
2650 Enthusiasts Group 
According to Bnan Young this group no_ longer 
operates. 


WESTERN AUSTRALIA 


Australian QL Users Assoc (AQUA) 
Meet Ist or 2nd Tuesday every other month starting 
January at 1930 hours at Blue Gum Recreational Centre, 
Reynolds Rd, Melville. Out of State members welcome. 
Enquiries: Graeme Ashford (09) 364 2211, 12 St 
Michael Terrace, Mount Pleasant, WA 6153 

CUWEST (Compucolor/Intecolor Users' Group 
WA) Meets every second month at various locations. 
Produce a bimonthly newsletter. Subscription is $10 per 
annum. Enquiries: Doug Grant (09) 367 4465, 2 
Brookside Ave, South Perth, WA. 

Microbee Uses' Group of WA (MUGWA) 
Meets at 7pm Ist Sunday ofeach month in the Nurses’ 
Lecture Theatre of the Sir Charles Gairdner Hospital at 
Shenton Park. Membership is $15 adults, $8 for juniors 

continued on page 48 
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TRAVELLER 


continued from page 17 


One facet of the high standard of play was the 
proliferation of costumes. There were so many 
good costumes that judging them became 
rather difficult. Eventually, on the Sunday 
night, we held ‘auditions’, with each con- 
testant entering, bowing to the Crown 
Princess (and later, the King), while being 
judged by the assembled referees, who gave 
points for ‘Appropriateness’, ‘Onginality’, 
‘Source (Made, Hired etc)’, ‘Style’ and 'Grace’. 

Even after this laborious procedure (and John 
T-----l's negative ‘Grace’ score), we still had 
seven finalists within 1 point of each other. 


This resulted in the costume prize being split 
into two categories, Best Offworlder and 
Best Ouriquan, with the winners being sel- 
ected by yet another close poll of the 
referees. . 


Sadly, we couldn't give all of the seven 
finalists a prize, or indeed, the next ten or so 
down the line - but congratulations to every- 
one who made the effort, adding to the overall 
effect of the Amberne Court. 


Sunday night saw most of the players at the 
O'Connor Vietnam Resturant, which I can 
probably never go to again, after booking for 
35 and having 55+ people tum up (3 more 
people than in the Invitational)! Neverthless, 
it turned out to be a very enjoyable social 
gathering, followed by coffee and a chat and a 
whole pile of people who followed me back 
home, thinking they were going to a party in 
Belconnen! 

Monday saw an increase in general energy 
from most of the players, as they tned to 
achieve their objectives through duels, Courts 
and ALSE, instead of polite conversation and 
a few thousand bezants. 


As per usual, Monday also saw the referees 
frantically trying to work out who won, sift- 
ing through fifty two card-stuffed envelopes, 
and consulting notes about various people's 
role-playing. As with the costumes, it was a 


David Lowe, "Lord Superintendent", 


Paul Zagoridis "Master of Heralds" 


case of a huge group of players being within 
a micron of each other. Eventually, decisions 
were reached, but if I hadn't run out of cert- 
ificates, a lot more people would have been 
‘Highly Commended’, including Stephen 
Sharpley (the Zhodani Ambassador), Terry 
Krause (the King's Bodyguard) and many 
others. 


Perhaps the best players were those who 
struggled on, despite being discriminated 
against in the rules system. Unfortunately, 
the objective system was supposed to be 
totally designed and integrated, but I ran out 
of time. Accordingly, it was unbalanced 
and some people were able to achieve their 
objectives too easily, while others could not 
achieve them at all. 


Apart from this, nearly all of the written 
comments received at the end of the game 
were favourable, particularly regarding the 
basic ‘non-violent’ philosophy. A _ lot of 
useful and specific criticism was forthcoming, 
particularly regarding the (shudder) objectives. 
Despite my avowed intentions to ‘retire’ from 
Convention/Competition organising for a 
while, I will design a 2nd Edition of the 
game, incorporating many of the players’ 
suggestions and some new ideas. And the 
game will almost certainly be appearing again 
at CanCon' 87 as an Invitational, and prob- 
ably elsewhere. Then there is the boardgame 
version hidden deep in my cluttered sub- 
Conscious... 

Why haven't I rung Conventions Anonymous? 
Because, for once, the competition was fun, 
rather than being three days of work, work, 
work, after months of work, work, work. And 
developing an existing game is suppased to 
be less work than designing a whole new one 
isn't it? 

We're at the thank you stage, so thanks to 
Marc Miller and Game Designers’ Workshop 
for their generows sponsorship and speedy 
correspondence. Go out and buy lots of GDW 
products in return! 


Thank you to everyone who participated, but 
a very special thank you to the staunch 
referees/designers and ‘planted characters’ who 
made it (and many other conventions) 
possible. 


For CanCon'86 30th Century-Vargr was: 
Referees/Designers: Leo  Dingley, Carl 
Makin, Alistair Langsford, Gordon: Kirby, 
Mike Kenderes, Mark Birnie, David ‘Scenario’ 
James, Matt Hodge. 


With the ‘'‘Plants': John Hughes (the 
King), Ingrid Jakobsen (the Crown Princess), 
Phillippa Hughes (Lord High Chamberlain), 
Mark Fraser (Minister of State), Peter Dwyer 
(Minister of Justice), Chris Roach (Comm- 
issioner of Public Morality), Shane Lynch 
(The King's Champion), Nick Hewat (The 
Chancellor of the Exchequer) and John Hewat 
(Magistrate, Court of Lands). Note: The 
illustrious ‘Plants’ were uncontrolled, and had 
only limited prior knowledge of some game 
mechanics, not details. 
Garth Nix 


A scene from a Medieval Re-enactment Society 
demonstration on the lawns outside CanCon '86 


GURPS AT CANCON 


continued from page 19 


First in the Arena contest was Michael 
Rowlatt and second place went to Rene 
Vernon. First in the campaign adventure was 
Kimberley Brebach with second going to 
Phillip Hazel. The encouragement award went 
to Michael Butler with special mentions to 
Anthony Fahd, Stephen Pinches and Phillip 
Wallach. The Referee’s Award went to Paul 
Zagonidis. 
Special thanks go to Leo Dingley and Peter 
Boudville who stepped in as extra referees 
when the need was greatest and to Paul 
Camillos and Paul Zagoridis who helped all 
the way. We will be running GURPS at the 
Tin Soldier Convention in Sydney in June so 
I am taking this opportunity to extend an 
invitation to all role-players who are seeking 
a change... come explore the challenge of 
GURPS! 

John S Tindall. 
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Reviews 


At First Glance continued from page 41 


Supervisor needs to run the game: combat 
Tules, Super power notes, how to run a 
campaign; creating Thugs and Supervillains; a 
ready to play introductory adventure and more. 


A polyhedral dice set is also included. 
Available from Jedko for $29.95. 
MINIATURES 

TSR/Citadel 

Dungeons & Dragons Dungeon 


Adventurers Starter Set. Produced as part 
of the successful arrangement between Games 
Workshop, Citadel and TSR. Contains a 
treasure chest, an unarmoured fighter, a dwarf, 
a fighter, a thief, two elves, a cleric and a 
magic user. 


Dungeons & Dragons Dungeon 
Monsters Starter Set. As above. Contains 
Giant Fire beetles, Giant rats, Stirge, Giant 
Toad, Kobold, a Skeleon, an Orc, a Gnoll and 
a Bugbear with plastic stands. 


Roskopf 


Minitanks’ range of 1/87 scale (OO/HO) 
size continues to expand, after more than 30 
years steady production. The range includes 
the Leopard 1A3 (#32) several versions of the 
M-113 APC (e.g. #25 ambulance, #31 mortar 
carrier #118 APC), the Centurion (#121)and 
the UH-1D chopper will be of interest to 
Australian collectors, since all have been or 
are employed by Australian forces. Minitanks 
vary in quality; the more recent models are 
quite outstanding, and are reasonably priced 
for collectors of individual or small numbers 
of models. They are supplied ready-assembled 
(generally) with perhaps only a few little bits 
to be glued or pressed into place. Roskopf is 
also producing a range of aircraft miniatures; 
these are simple plastic kits but to 1/100 
scale rather than HO. Available from Bill 
Webb. Send SSAE for catalogue and price list. 


BOOK 


Dragons of Spring: Dawning  Dragon- 
Lance Chronicles Vol 3 by Margaret Weis and 
Tracy Hickman, published by TSR. 380pp 
paperback. The conclusion of _ the 
DragonLance tnlogy. Available through Jedko 
for $6.50. 


E urope Ablaze continued from page 9. 


Ansons)! 
I am not entirely happy with the method of 
determining some aircraft characteristics, 


particularly firepower. There are a number of 
other minor problems, but readers who are as 
picky as I am have the option of changing 
these factors at will! 


I also have some difficulty with the number of 
Luftwaffe night-fighters present in the game. 
William Green wnites: 


"In July 1940 General Josef Kammhuber was 
entrusted with the task of forming the first 
night fighter groups or Nachtjagdgeschwader. 
Initially two were formed, NJG 1 and NJG 2, 
at Dusseldorf, the latter being intended 
primarily for the night intruder role...” 
Warplanes of the Second World War: 
Fighters (Vol 1) 


Aircraft included a small number of Domier 
Do 17Z-10 and Do 215B-5 conversions from 
bomber airframes, around 20 Junkers Ju 88C-2 
conversions from A-1 bomber airframes and 
Me 110Cs of various marks adapted with 
flame-dampers and other minimal changes. 
The first tue Me Bf 110 night fighter vanant 
was the Bf 110D-1/U-1 which did not enter 
service until September 1940; however in the 
Battle of Britain game they are available in 
substantial numbers in mid-August. 


My principal beef with Europe Ablaze is 
however not with the minutiae discussed 
above but with the conceptualisation of the 
information systems available to players. To 


Empire of the Petal Throne 
continued from page 29 


an independence equal to that of the menfolk. 
Players then roll percentile dice for their 
physical and mental characteristics, and their 
social standing. 


Cognisant of their characteristics, players 
then choose one of the three professions; 
warrior, priest or mage, and determine their 
Starting professional skills. The game proper 
is then ready to begin. 


The standard starting scenario has the players 


arriving by boat at the Tsolyani port- 
metropolis of Jakalla) The players are 
considered foreign yokels with a _ small 


quantity of gold, their boat, the clothes they 
stand up in, and a basic grasp of the Tsolyani 
language. They are in desperate need of a 
protector, patron or employer; fortunately 
such can often be found. The foreigners corner 
of Jakalla is visited by priests, military 
officers, magic users, merchants, non-humans, 
nobles, foreigners, scholars and Impenal 
agents. Thses may offer players various 


marshal squadrons effectively, players should 
be able to tell at a glance, preferably on a 
map, the squadrons available and their status. 
Once a squadron is engaged, this information 
should also be clearly presented. It is not, and 
the lack is a hassle. 


My other most serious cniticism is that it is 
not possible to transfer squadrons from base 
to base. The designers say:- 


"Operational transfers, in general, fall outside 
the scope of the game; the scenarios are too 
short to bother with them. Tactical 
transfers... such as shuttle strikes and fighter 
staging proved too costly in memory for the 
benefit they could add to the game...” 


The first sentence is glib, but wrong. The 
first scenario is 26 days long; Dowding 
rotated his squadrons to and from 12 and 13 
Groups (in the Midlands, Northern England 
and Scotland) for as little as three days at a 
time. The second sentence is also cont- 
entious. 


Despite the excellent sound effects, some 
people may find Europe Ablaze a little 
boning. The problem is, I suspect, one of 
subject. By its very nature strategic air 
warfare is attritional, and attritional warfare 
tends not to be terribly exciting. However a 
well-planned strike, incorporating appropriate 
defence-suppression tactics, is rewarding. Air 
warfare was (and remains) a complex business, 
with timing particularly crucial (and difficult 
to achieve). Europe Ablaze captures the 
essential spirit of that style of conflict and 
deserves considerable success. 


missions including joining trading parties, 
going on quests, helping in quarrels, becom- 
ing a body-guard, joining a raiding party, 
exploring the underworld,becoming a gladi- 
ator, going to sea, or going on a hunting 
expedition. 

Referees with expenence may wish to sub- 
stitute their own scenarios, but the above 
gives both referees and players a _ good 
Starting point. 

Prospective referees will be pleased to learn 
that with the game they get a 55 x 70 cm 
colour map of the Tsolyanu port city of 
Jakala, fully indexed, and the two colour 55 x 
85 cm maps of Tsolyanu and neighbouring 
empires and principalities. As each 16mm hex 
represents 133km, it will be some time before 
players wander-off the maps. 


A limited number of EPT play-aids are avail- 
able. Nightmare Maze of Jigresh, a dungeon 
module for middle-level parties can be recom- 
mended. This module is published by Judges 
Guild, and is available from Jedko. 


Europa Seminar 

continued from page 19 

first few turns appears to give an unhistoric 
result; it is too hard for the Germans to take 
Kiev and Odessa... The Soviets have too much 
flexibility when counter-attacking. Perhaps 
the Soviets ought to be permitted to counter- 
attack only across one hexside during the first 
few turns. The game scale is OK but the two 
week turn may pose [insuperable] problems 
for trying to recreate the historical  sit- 
uation... the time scale may not be synch- 
ronised with history but I accept the problems 
inherent in adopting a shorter time-scale may 
make it impossible, or at least impractical to 


do. 


JG/ The size of FITE is a major appeal. Some 
of the major changes I would like to see are 


1) repair railroad cost should be 1MP [now 
agreed by GDW -Ed]; 

2) use strengths in The Grenadier #26 ;and 

3) somehow the Soviets have to be hobbled. 
Also river flotillas are very powerful; one 
suggestion for reducing their effectiveness is 
to force the Soviet player to plan their 
activities a turn in advance. 

Question/ Is there any known intention to 
include command control, or leadership 
ratings? 

Panel/ No. It's hard to see how such ratings 
could be integrated with the game system. 
Question/ Where is Europa going? 

Panel/ Naval mules seem certain to be added. 


A complete rules set seems likely to event- 
ually be written, which will cause all sorts of 
changes in games already published. A game 
based around Mediterranean naval warfare will 
integrate with the vanous games’ which 
include significant naval activity in the Med. 
A political/economic/strategic warfare game 
has been mooted, but would be a long way 
off. 

Question/ Will Europa end? 

Panel/ ...Probably, but not for a long time. 
There's so much to do. A major problem is 
that the basic game system was devised so 
long ago and cannot reasonably be changed 


because it would affect too much. 
Nigel Brand 


News 


WHAT'S NEW 


by Grant Garraway 

continued from page 3 

3W NEWS 

From 6 January 1985 to 4 January 1986 3W 
published 15 games, including 14 in The 
Wargamer (#35 to 48) and East Wind Rain. 
Magazine games were West Wall, Uncondi- 
tional Surrender, China Incident, Hell Hath No 
Fury, Hellfire Pass (BNA), Fight on _ the 
Beaches, O'Connor's Offensive (BNA), End of 
the Iron Dream, Wellington vs Massena, 
McArthur: The Road to Bataan, Custer's Luck, 
The Rise of the House of Saud, Struggle for 
Stalingrad and The Red Baron. 

1986 3W plans to publish 15 issues of The 
Wargamer and nine boxed games. Issue games 
scheduled include Napoleon and the Archduke 
Charles: The Battle of Aspern-Essling (B), 
Knights of Justice (Malta 1565), Duel in the 
Desert (double-blind strategic North Africa), 
Okinawa, The Eagle and the Bear (CC), Glory 
Road (First Bull Run) (NS), First Panzer Army, 
Peninsula War, Race for Tunis (BNA) 
Napoleon and the Archduke Charles: The 
Battle of Eckmuhl, Fallen Eagle (Vietnam), 
Blood and Iron, Blood and Guts (BNA) etc . 
Two games were planned for publication in 
January: Rommet at Bay (Battle for the 
Mareth Line) (BNA) and War to End Wars 
(strategic First World War). In February there 
will be another: Battle Cry, the first in the 
Company Commander (COC) series. In this 
case the game covers Secoond World War man- 
to-man combat in the Pacific. Others in the 
pipeline include: 

Achtung! Panzer! A double blind strategic 
game of the Second World War eastern front, 
in which players alternate in performing one 
or more “operations”. An operation can be 
the movement of one or more units or stacks 
of units; reinforcement; allocation of 
replacement (combat units have up to 12 
streagth levels); a variety of intelligence, air 
or naval operations; allocation of supply; 
combat; etc etc. The object is to produce the 
most dynamic and interactive wargame yet. - 
Th: Wilderness (NS) The first double-blind 
Civil War game. 

Vive L'Empereur A tactical Napoleonic 
system, for use in simulating any Napoleonic 
battlefield. 

1986 will see the further development of 3W's 
series games concept (indicated in parentheses 
above). These are the already established 
Battles for North Africa series, with 
games mostly designed by Vance von Bormies. 
Rommel at Bay will link with Blood and Guts, 
which will in tum link with 3W's earlier 
Decision at  Kasserine; the Company 
Commander (CC) series will eventually 
consist of 5 man-to-man combat games 
covering all Second World War theatres, with 
a total of 1,000 counters and 20 semi- 
geomorphic 17” x 11" maps. 

The Bonaparte (B) series will mostly be 
designed by Wargamer publisher Keith Poulter 
and uses a development of 3W's earlier 
Napoleon at Austerlitz system. The accent in 
this series will be on realism and playability, 
according to 3W. The North and South (NS) 
series will build on the company's earlier 
Forward to  Richmond!, but with quite 
considerable rules developments. 

1986 should also see 3W's first computer 
game. In 1985 the company increased its 
sales by more than 250% and hopes to do 
well also in the present year, by providing 
players with first-rate games at reasonable 
cost. 
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LETTERS 


MINIATURES BATTLE RAGES 
Reference December'85 issue a) ‘Another view 
of Ancients Tourney’ Peter Rhodan b) ‘The 
Casual Observer John Barrett 
Because WRG claim that their points system 
makes armies equal doesn't make it so - as 
any half decent gamer will tell you. Peter 
Rhodan's ‘shots’ at Stuart Ruthven show a 
Shallow appraisal of the contribution that 
Stuart has made to wargaming in Australia. 
The tournaments taht Stuart has organized and 
umpired have helped launch wargaming in this 
country - not to mention his never ending 
work at club level. 
Who is Peter Rhodan and what has he done? 
John Barrett's criticisms are equally 
unnecessary. The Newcastle people (Newcastle 
Wargames Society) are well aware of their 
shortcomings (mainly caused by club 
problems) and did their utmost to provide an 
October tournament in an_ enjoyable 
atmosphere - and succeeded. 
In my humble opinion Newcastle has one 
thing that Canberra and Tin Soldier don't have - 
a fun comp! - fostering friendship - not 


continued from page 39 


DRUID 


Published by: West End Games 
Designed by: Richard H Berg 

Number of players: 2 

Distributed by: Jedko Games 

Review copy supplied by: Jedko Games 


SEX has absolutely nothing to do with this 
game review, although Boudicca's daughters 
are raped. Still the reason I started this review 
in this manner is to gain your attention. 

At last an Ancient period boardgame; if there 
is one thing we need it is Ancient period 
games. This was my first reaction to Druid; it 
was not to be my last. 

Druid is another of those hard sell West End 
Games. I care not to think how many times I 
have seen the advertisement. My dreams are 
filled with images of Roman soldiers battling 
it out against the Ancient Britons on some 
forsaken beach. Enough of thé nightmare, 
what about the game? 

Physically Druid is attractive; not as good as 
a Victory Game, but definitely above average. 
The map has an Ancient feel; there is no 
white, instead a light tan dominates. Its like 
looking at ancient parchment. The other 
colours, for those interested, are blue, green, 
red and - you guessed it - black. 

For those of you familiar with England the 
map will look strange, with a huge bog south- 
west of London. Still an interesting map to 
look at, I wonder if West End used normal SPI 
procedure and based their maps on Army 
Ordnance Maps, perhaps even Roman Army 
Ordnance Maps? 

The pieces are typical SPI style, with one 
exception; they are not covered in a mass of 
numbers. The game aims for simplicity where 
achievable and the pieces are a good example. 
Each combat unit has a Combat and 
Movement factor, a unit symbol and 
designation, and that's it. 

The Roman pieces are divided into scummy 
Auxiliaries and three Legions, the II, [X and 
XX. I almost expected to see Das Reich 
Legion hidden away in the counter mix. The 
Ancient Britons are divided into the following 


sportsmanship and cheats whose need to win 
overnides all else. 

Peter and John - we don't need "knockers" in 
this hobby. 

A final word - Peter claims that Melbourne 
hosts the best 15mm Generals in Australia. 
Rubbish! Raise a team and bring them here 
and offer a challenge to the Ashbury 
Barbarians Club in Sydney which hosts such 
players as Greg Barnsley, Barry Hayes, Stuart 
Ruthven and Gary Wells - I know where my 
bet would lie! 

Michael R E Jones Blacktown NSW 2148 


NEWCASTLE WARGAMES CLUB 
NEWCASTLE WARGAMES SOCIETY 

Could readers please note that the Newcastle 
Wargames Club and Newcastle Wargames 
Society are not the same club. 

We at the Newcastle Wargames Club 
apologise for any inconvenience or confusion 
this similarity in names may have caused. 

T Raymond President, Newcastle Wargames 
Club. 


tribes: Iceni, Trinov, Corit, Catuv, Atreb, 
Belgae, Bngant, Cantii, Cornov, Dobuni, 
Durot, Parisii, Regni and Silures. In addition 
to the combat pieces you get Civilians, 
Commanders and cute little City Looted 
markers. Ghosts of the Bnitish Empire exist 
in the colour scheme, as the Ancient Britions 
are Red. Still, anything to get the UK players 
interested. 

The rules are very well set out, using the full 
CASE system with two colours to help 
identify rules sections. Included is a charts 
and tables lift out, historical and game fotes 
and optional rules. The Numerical Information 
Summary; every numbered rule is listed for 
quick reference. 

How does the game play? Well historically 
the campaign was not too interesting. The 
Ancient Britons revolted, killed a mass of 
defenceless civilians and even destroyed some 
Roman combat units. However before they 
achieved any lasting military victory the 
main Roman army appeared and squashed the 
poor old Brits. Not exactly ebb and tide stuff. 
Luckily the designer realized the campaign 
was not too interesting and gave the Ancient 
Briton player a second option, I call it the 
Vietnam option. This consists of doing the 
initial killing, looting, etc, but instead of 
fighting the main Roman Army, running for 
the forests. The Ancient Britons have all 
sorts of advantages in the forests which the 
Roman player is hard pressed to overcome. 
Torn between defending the remaining 
civilians and eliminating Ancient Briton units 
the Roman player could make a mistake. On 
the other hand he could just be content to sit 
it out, defending his civilians and hoping he 
has enough victory points. 

The Vietnam option has one major 
disadvantage; it can easily become boring. I 
prefer the quick attack in the vain hope | can 
defeat the Roman army and win the game. At 
least the game finishes quickly. The real 
excitement is spinning the Druid Invocation 
Table and Tnbe Revolt Table. Not much to 
base a game on; still a good prawn and beer 
game and most importantly, not over 
complex. 


Peter Cebokli 


BREAKOUT! Market Place 


[ ] For Sale 
[_] Miscellaneous 


[_}] Exchange 
[_] Opponents Wanted 


BREAKOUT! Market Place Advertisements cost just 
$4 for 36 words and then 12 cents a word after that. 


All classified advertisements must be PRE-PAID. 
There are no reimbursements for cancellations. 


Great for finding that out of print game/magazine 
edition or contacting gamers. Send your ad to: 

The Advertising Manager, CSA 
PO Box 162, Mooroolbark, Victoria, 3138. 


FOR SALE 


At $22; Avalon Hill's Panzer Blitz, Samuri. 
Complete, fairly good condition. At $7; Steve 
Jackson's Necromancer, Battlesuit. 
Complete. Contact Lee Bajzek, 8 nee 
Sed! Nunawading 3131 Vic. Tel (03) 878 


For sale/swap; D&D modules (Basic, Expert, 
Advanced), Basic Set Dieties and Demigods 
brand new), Dragon Magazines, t&t Solos 
all), Sorcerer's pL ell eh FF books (all), 

etagaming (all so ath Contact D. Thomas 
13 Margaret St, Strathfield, 2135. Ph. (02) 


764 186 
Over 30 boardgames. Most unplayed. 
Including War in the Pacific, Stonewall, 


Dreadnought, Tank!, Sinai. All excellent 
condition. rae prices. Andrew 
Streltchenko, 54 Wendy Drive, Point Clare 
NSW 2250. Ph (03) 241 1984. 

Afrika Corps, Suez 73, Doctor Who RPG, 
Fight For the Skies, Fall of South Vietnam 
and Gamma World, all for $16 plus Postage. 
aan Szozda, 5 Clarence St Burwood NSW 


A good range of military books plus books on 
all subjects. Also back issues -of General, 
Breakout and Military Modelling. Write 
Wendouree Books 1/7 Hawthorn Grove, 
Wendouree 3355. We also buy books on all 


subjects. Phone (053) 392342. Open 
Monday to Sunday 11am-5pm. 

Write to; J. Yiannis, 32 The Rameo, 
Bundoora, Vic 3083 for a list of games 
(mainly RPG's) and magazines. All in 
excellent condition and prices are 50% or 
less than those in current Jedko Price list. 


Please send an SSAE for listings of our 
extensive ranges of figures, T.S.R. Modules, 
Computer ames, Boardgames’ and 
accessories. Contact Mark and Joy Newton, 
2A Dibbs St., Canterbury, NSW. 2139. Ph. 
(02) 789 6947. 


AD&D books, modules and accessories. 
6kg+ of material. $300 value going for $95 
Bae pigs Phone or write: Jesper 
eterson, 28 Rathdowne Circuit, est 

Melton, Vic 3337. Pn. (03) 743 6595. 

French Foreign Legion and Arab Colonial 

Armies (15mm) 162 foot, 26 cavalry, 12 

camel, 2 guns, all er ee painted and 

based. lus Sword & lame rules 
supplement. $350 O.N.O. Will consider 
exchange for 15mm painted ancient or 5mm 

Napoleonic/SYW/ancient armies. Chris 

Edwards. P.O. Box 90, Lutwyche, QLD 

4030. 

For Sale; AD&D Dungeon Masters Guide 
26, all other D&D manuals $23, Runequest 
eluxe $72, Last Starfighter $30, 

Stormbringer $30, Ringworld $42, Call of 


C] 


Cthulu $30, Rolemaster $42, Advanced 
Squad Leader $80, Ambush $40, Pax 
Britannica $52, Sixth Fleet $66, Fire In The 
East $110, all new pare Postage 5% of 
order total. Send for free catalogue of a huge 
range of discount games to; Wargames 
Unlimited. P.O. Box 81, Adamstown, NSW, 
2289. S.A.E. with enquiries please. 


WANTED TO BUY 


SPI's “Red Sun Rising” and/or GDW's "Russo- 
Japanese War". Contact Chris Edwards. 
P.O.Box 90, Lutwyche, 4030 stating price 
and condition. 


Will pay top money for hard to get wargames - 

especially out of print titles. Write with 
details of any games you are gts to sell 
to R. Wynne, 63 Warrawee Rd. Balnarring. 
VIC. 3926 


OPPONENTS WANTED 


FIRE IN THE EAST. Persons interested in 
playtesting a play-by-mail game of FITE 
should register _ interest oy writin 
immediately to FITE PBM, Ashdale Point, 6 
Warrawee Rad, Balnarring VIC 3926. 


(ul6), family membership is $25, and _ school 
membership is $25. Publish a monthly newsletter and 
have a extensive book and public domain library. 
Enquiries: GPO Box N1090, Perth, WA 6000; Phone 
(09) 294 1833 

OSWEST (Osborne Users Group of WA & 
friends) Meet on Ist Wednesday of each month at 
7.30pm in the Palmyra Recreation Centre, and on the 
3rd Wednesday in the Subiaco Exhibition Hall. Although 
the group was founded with an Osborne base, all types of 
machine owners are welcome and a substantial 8 as well 
as 16 bit Public Domain Library is available to 
members. Enquiries: Robert Hunt, PO Box 149, 
Applecross, WA 6153; Phone: Ron Hansen (09) 409 
8233 BH, (09) 446 0308 AH 

Perth 80 Users Group 
Meet 8pm ist Monday of each month at Yokine 
Community Recreation Hall, MacDonald St, Yokine. 
Computers supported are: TRS80 models I, I, III 4 and 
4P, System 80. There is no membership fee as such, a $1 
charge per meeting attended is levied. The first visit by a 


prospective member attracts no fee. Three Bulletin 
Boards are currently being run by members associasted 
with the group, although these BBS are in no way funded 
by the club. Enquiries: Trevor Jones (09) 342 3292, 26 
Beaumont Way, Greenwood, WA 6024 
The Sega Users Club (WA) 
An informal, friendly group who meet fortnightly. 
Membership is $12 per year per family, and a small 
Amenities Fee of $1 per meeting night per family to 
cover tea, coffee and bickies. Membership includes a 
years subscription to "Segacious”. (Subscription to 
Segacious is available to nonmembers at $12 per year). 
Enquiries: John McLennan (09) 342 5905, 33 Favell 
Way, Balga, WA 6061 
The Western Australian Atari Computer Club 

An independent, non-profit group that meets on the 3rd 
Monday of each month in the Clark Lecture Theatre, Sir 
Charles Gairdner Hospital, Medlands at 7pm. 
Membership is $20 per annum which provides a 
monthly newsletter and access to the club's magazine and 
software library. Enquiries: Alf Gaebler (09) 444 6694; 


PO Box 7169, Cloisters Square, Perth, WA 6000 (Club 
Bulletin Board on (09) 409 7251) 


NEW ZEALAND 


Digital Equipment Computer Users Society 
(DECUS) Change in contact address for DECUS user 
groups throughout New Zealand, it is now: DECUS, PO 
Box 8610, Symonds St, Auckland 3; Phone (9) 393 940 

HP Handheld Users Group 
Group now includes all Hewlett-Packard handheld 
machines, but being mainly for 41 and 71 users. The 
group keeps in contact by newsletter only. Enquiries: 
Don Garry (071) 78001 AH, (071) 391199 ext 769 BH, 
11 Leonard Place, Hamilton HP41C Users Group Refer 
to "HP Handheld Users Group’ 

SORD Computer Users Group 
According to Graeme Hall this group is no longer 


operating. 


DUNGEONS & DRAGONS 


TSR. 
JUDGES GUILD 
MAGA ZINES 


SPI, CITADEL 


AVALON 
HILL 


dhe 
“Game qMaster 


SHOP 17 MAYFAIR MALL 


PARRAMAT TA.N.S.W.,2150 
(02) 633 4261 


New from Panther Games 


NARLORDS 


China in Disarray, 1916 - 1950 


SANHWEI 2 
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Warlords is a fun game of political and military Components 1 full colour map (490 x 590mm) 
expansionism. Set in China during the first half of this 2 full colour counter sheets 
century, players take control of the warlord factions I] sixteen page rules book 
which vied for supremacy. With the ultimate aim of re- 1 display track card 
unifying or controlling China, players must wheel and 3 ready reference cards 
deal, bribe, coerce, plot and fight their way to political, 1 dice 
military and economic victory. Scale One cycle turn and three operations turns 
The most enjoyable aspect of the game is the per year 
interaction between players. If you want to hone up on Area movement by province 
your negotitation skills, test your powers of persuasion Army sized units 
or just get some back-stabbing practice, Warlords is the Scenarios Three small scenarios (each 10 - 14 years) 
eels plus 1926 - 1950 campaign game 
| Number of 
Players 3 to7 
Recommended retail price $A 40.00 $US 32.00 Playing Time 4 - 6 hours for a scenario 


Available from your local dealer or directly from: poet) SOUS eee 


AUSTRALIA Complexity Basic - Intermediate 
Panther Games 

PO Box 8 

Hughes, A.C.T. 2605 Designed and Developed by: 

Tel. (062) 81 5150 Dave O'Connor 

U.S.A. U.K. Steve Barnes 

Panther Games Games of Liverpool Peter Wyche 

1747 Orleans Ct. 89 Victoria St. 

Walnut Creek, CA. 94598 Liverpool, L1 6DG Graphics by: Go Graphics - Canberra 
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